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Looking Ahead to Next Time 

The Damocles Miss-on in Ares rv. 13 will 
wr>d a shuttle to explore the mysteries of 
an alien artifact that has taken up orbit 
over earth. An article on the future of the 
space shuttle will appear, along with a 
story examining why if* alien artifact has 
appealed. Also, a new DO adventure and 
extended role-playing section will begin 
in addition to our tegular features. 
When to Expect Nr. 13 
Domestic Subscribers: If you have not re 
ceived you' copy of Ares nr. 13 by 30 April 
1982. notify c-J' Customer Service De- 
partment. Please include your Customer 
Code end issue of expiration, both of 
which should be found on this issue's 
mailing label, just above your name. For- 
eign Subscribers: Add eight weeks to the 
above date to allow for the testud.neous 
pace of international mail. 
On the Cover 

Sis/ Trader as portrayed by Timothy Tru- 
man, based on a concept by Redmond A. 
Slmonsen. 



Muse; 

Wo received a letter the other day that 
voiced an objection we've seen in letters 
from other readers. Tins moat recent letter 
was especially vigorous m us protest and 
caused me to reflect upon its assertions. The 
basic complaint Q that the science articles in 
Areso'G 100 conservative too "debunking" 
\oo pessimistic This complaint is a symp- 
tom ol radical misinterpretation of the pur- 
pose and thrust ol Ares science maienal 
Real science is always going 10 be strongly at 
odds with science fiction Peculiar state- 
ment? Science is inherently more rigorous 
than the logic-structures thai support the in- 
vented "lacts" of science fiction. Obviously, 
this is not a tavfi of science fiction, but it is a 
lension creating difference I meaning it 
makes things more interesting) We present 
our science material m a provocative manner 
in an attempt 10 do at least the following: 1.) 
Cause the reader to examine critically the 
easy assumptions of conventional Sf; 2 ) 
Provide data for reasoned speculation. 3 1 



Oraw sharper lines between science fantasy, 
science ficnon. and science fact (we do this 
not 10 discourage anyone from reading sci- 
ence fiction, but rather to increase our appre- 
ciation and understanding of these separate 
categories! 

Some people misunderstand science 
ficnon tobepredicnveor propositions!. They 
become defensive when background ele- 
ments are faulted or scrutinized. SF s story- 
totting plam and simple It doesn't need to do 
anything else SdenCB is a discipline ol 
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*j)ragoni)ue;t 

Second Edition 

A complete and coherent revision and enhancement 
of the most powerful, open-ended fantasy role-playing 
system in print! Available two great ways: 



A beautiful hardbound hook containing ibe com- 
plete Second Editor version plus a starting adventure. 
160 page*, full-color cover, two-color text pages. 8'/< 'X 
II" large book formal. 

ft Bookcase boxed version including soficovcr edit ion 
with three-hole punch pages for binder use; Games- 
master Screen (2nd Edition); soficovcr 8WxlP, 
24-page adventure booklet. The Blade of Allecius; and 
two20-sidcd high quality Gamescicncedicc. 

New Features in the 2nd Edition 

Completely new combat system — designed 10 allow 
speedy combat resolution in campaign', yci "ill ha* a satis- 
lying sense ol' realism. Note that the first edition combat sys- 
tem ii still useable (by ihosc who prefei k) with I he second 
edition of DraronQueti. 

Improved experience points system - now your char- 
acters can make noikeable and tangible gains wiihin the 
contest of acampaign. 

One handy book - whether it'sihe high quality hardcover 
edition or the CO OVCBkai pet feci -bound. puiKhcd soficovcr 
— you now base it all in one well made hook produced by 
one of America's finesi b.H>k printer' manufacturers. The 
paper used bj high quality, with acid-free sheets which, un- 
like cheap, groundwood publications, will not yellow or 
crumble with a few years' age (in (act. with reasonable care, 
the bOOk will last as lone as you do!L 

Hardcover Book: $14 Boxed Version: $20 





Ask for these other great DragonQuest products! 



Enchanted Wood 

A las.iniiinp mysicry ■iihin an jd.ot- 
rertl A bain) or hems inusi ummil ihe 
vktci ot ihe dark mod* and confront an 
anoeni nil cmif rtatk 10 COMC dtMK- 
lion A numtwi ol illtlnrni uuesis in one 
4l-pu« booklet. W.00 
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SCIENCE FACT 

New Minds 

The Promises of Artificial Intelligence 

by Allan Terry and Frances GrimWe 



Machines which can think have long 
been familiar lo readers of science liction. 
They appear in ine world ot literature as hu- 
manoid robots, as mechanical translators, as 
sell-driving vehicles, and in a wide variety ol 
other guises. Artificial Imeffigenca (often ab- 
breviated as AU is the branch of computer 
science which works at making this kind of 
science fiction come true. In this article- wo 
will survey tfie methods, goals, and achieve- 
ments of Al and discuss some of the prob- 
lems which currently face the creators of ma- 
chine intelligence. 

Artificial intelligence can be informally 
defined as the attempt to program comput- 
ers to do the kinds of tasks "only humans can 
do " Some researchers attack this problem 
by trying to make their programs simulate 
human mental functioning as closely as 
possible Unfortunately, very little is known 
about the complex mechanisms of thought. 
This means that these researchers must ex 
periment to discover how people think and 
reason, and it means that they must borrow 
heavily from other fields that study the mind, 
such as psychology and linguistics. Other re- 
searchers construe Al to be the creation of 
intelligent behavior by any means possible 
Though not confined to the current theories 
o( how people lunction, this group also must 
be experimental and Interdisciplinary be- 
cause it must create alternatives to "familiar" 
ways of reasoning. For neither school ol Al 
are the programs ends m themselves: they 
are the means by which theories are tested 
and experiments carried out. The researcher 
builds a program that embodies his theory, 
then runs it to see if it behaves in the way he 
predicted. A by-product ot this attitude is 
that, unlike most computer programs. Al 
programs rarefy become finished products. 
They are either discarded as completed ex- 
periments or they continuously evolve as the 
researcher's ideas evolve For this reason it is 
best not to define Al by the results it has pro 
duced but by its approach: an experimental 
inquiry into the nature of intelligence. 

The idea of creating artificial or machine 
intelligence Is not new. but there was no 
practical way of building one until computet* 
were developed in the rnid-1940's. In 1956. 
Dr. John McCarthy, then a math professor at 
Dartmouth, organized a summer workshop 
for all the people (ten, mostly mathemati- 
cians and psychologists* who were interest- 
ed in machine intelligence, and christened 
the new field "artificial intelligence." which is 
now ihe geneially accepted term At that 
time, computers were used almost exclusive- 
ly as number crunchers or giant calculators, 
and the idea that they could do abstract 
reasoning or understand English seemed 
very far-fetched. These early researchers 



were visionary in proposing that computers 
could think on a human level, without Vnow- 
ing how to accomplish it. During the next 
few years some of the ideas discussed at the 
Dartmouth Conference were lurned into Al's 
first working programs, and by the late 
1960's the field was accepted as a legitimate 
research area. Today there are perhaps two 
thousand people working on the creation of 
artificial inteKigence. Most Al research is car- 
ried out at universities (the most prominent 
being Stanford, Carnegie-Mellon. MIT. Vale, 
and Rutgers) although an Increasing amount 
is done at industrial research facilities. There 
are also healthy Al groups outside the US, 
particularly in Canada. Japan and England 

Th» Earliest Experiments 

When confronted with the term "artifi- 
cial intelligence." most peopB seem to think 
of robots. Perhaps it is eas>er to imagine in- 
telligence m a human-like entity than In a less 
familiar form. The first big surge of robotics 
research was in the 1960's and early 70's. 
There is less work going on at present, al- 
though there are indications that it is about 
to resume Work slackened because robotics 
had developed to the limits of then-current 
technology. The first set ol ideas was tested 
and deeper problems were discovered - 
problems that are subject to vigorous re- 
search today. To see what some of these 
problems are, consider what a robot would 
have to consist of. A robot in the science fic- 
tion sense is a machine that is mobile and an- 
thropomorphic . This machine would require 
a large set of interacting programs ("mind." 
"reflexes," etc.) connected to some hard- 
ware (body and senses). Even in an unintelli- 
gent robot — a mechanical animal - these 
programs must be consciously designed to 
do everything we do unconsciously. Just 
imagine the muscular coordination, nervous 
control, and mental computation required to 
turn this page. In addition to this program- 
ming problem is the engineering task of 
building a suitable body and the further pro- 
gramming problem of including planning, 
thinking, language — all the other activities 
people might require ol a robot As one 
might imagine, the early robots were modest 
affairs. At theexpenseof enormous time and 
computation, they were able to move, slow- 
ly, through uncrowded rooms and do simple 
tasks such as finding and stacking boxes. 
More ambitious performance required more 
work on the program pieces. This is not to 
say little was accomplished. Although cur- 
rent robots are not comparable to the robots 
of science fiction, much of this technology 
has found its way into such efforts as the 
Mars lander and semi -intelligent industrial 
robots. 



One of the early efforts in robotics was 
the development of computer-controlled 
hands and arms The problem is how to con- 
struct and control an arm that has a freedom 
of movement similar to human arms. The 
first arms, built in the 60s, tended to shake in 
a rather palsied manner and stopped every 
few seconds to compute further trajector- 
ies. It now seems that the basic hardware is 
adequate and it is routinely possible to move 
from point A to point Q without knocking 
over everything in between. Current work is 
on refinements to the basic arm. such as a 
sense of touch. By using pressure sensors in 
the fingers and force sonsors In the loints. 
modern arms can pick up a cream puff, with- 
out destroying it, as easily as they can lift 
heavy weights. An even more human-like 
feature is the notion of compliance. A com- 
pliant arm does not force a peg intoa hole if it 
does not immediately fit; it rotates its hand 
until the peg can go straight in. Computer- 
controlled arms are being increasingly used 
m industry for tasks like spot welding on as- 
sembly lines. These arms use little intelli- 
gence since they only perform a fixed set of 
movements as dictated by the program. Still, 
they are more useful than specialized, me- 
chanical devices, their human-like construc- 
tion means they can use ordinary tools and 
movements, and changing what they do is 
simply a matter of reprogrammwg rather 
than rebuilding. 

However useful these arms are in indus- 
trial applications, they are ot limited use to a 
human-like robot unless coupled to a sense 
of sight. Vision is the primary sense for peo- 
ple; we think in visual terms and much of our 
coordination relies on visual feedback. Un- 
fortunately, this is an extremely difficult 
problem for computers. We do not have a 
very clear idea of how human vision works; 
all we know is that the brain does an Im- 
mense amount of complex processing. Cur- 
rent vision programs echo this observation. 
Vision seems to consist of a series of trans- 
formations of what the neurons of the retina 
sense, each level a more abstract description 
of the last. In computer programs these lev- 
els might range from dots on a TV "retina," 
to description in terms of edges, to small co- 
herent regions. From regions one can build 
un speotic obiects. and finally a scene with 
many obiects, some occluded by others, 
shadow, depth, and color. It is a difficult 
problem because there is no fixed way to do 
these transformations and because one 
wants the program to understand the scene 
rather than to merely describe it. Visual un- 
derstanding is an example of the way people 
unconsciously use their common sense and 
their knowledge aboul the world, a lot of in- 
telligence is required to judge what interpre- 
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tations ate reasonable or to use what one ex 
pects 10 see as a guxle 10 picking objects oui 
ofapooi image. 

Vision is not as well developed as cur- 
rent computer arms, but the state o< the an is 
(airly good lor simple Week and white static 
scenes. Computers can easily see oblocts 
l*e blocks on a table ishefldmg much light 
on the nature of certain optical illusions m 
me process), but have a harder time on real- 
world images i*e those that can be seen 
through most windows. A recent develop- 
ment a depth perception using laser range 
finders and stereo vision Programs that can 
visually understand moving scenes in some 
thing kike real-time exist, but they are defi- 
nitely the outer fringe of vision research A 
good illustration of this wort: is the "auto- 
matic automobeo" being developed in Ja- 
pan ThiscarhasnooVrver.iustacomputerin 
the bar* seat connected to the car's controls 
and to a pair of TV cameras on the hood. Ob- 
viously, this car must detect and recognize 
obstacles in a very short time. Currently, this 
car can navigate a simple route, with fixed 
obstacles, at speeds up to 25 MPH without 
cc*sions. Not very impressive yet. but in 
twenty years we may be seriously debating 
the men ts of computerized driving. 

Learning Speech 

Another important ability for humanoid 
robots « spoech . Th»s is really two problems 
generating something to say and then saying 
it. The first problem a the task of under- 
standing "natural" (humanl language The 
production of speech itself ts mote an acous- 
tic problem than Al. Several companies now 
sell deinces that translate text Into sound 
wavesundersiandabteasEnglish. Thesema- 
chines can produce speech with a passable 
inflection, but have no sense of diction or 
emotional emphasis (both interesting as Al 
problems themselves l It seems that the only 
i-nitation to the size of vocabulary and the 
Quafcty of reproduction rs the purchaser's 
bank balance. Computers can say anything 
you want, but cannot vet decide lor them- 
selves what to say. 

It seems inconsistent to endow a gener- 
al-purpose robot with speech but not hear- 
ing. Computer ears would allow people to 
talk to a machine instead of typing into it. Al- 
though the specific knowledge involved is 
dif ferent . hearing is similar to vision. There is 
a low level problem of turning the waveform 
a microphone peks up into some more trac- 
table form. After the possible sounds (pho- 
nemes) have been identified, the computer 
must use its knowledge of speech and gram- 
mar to identify words, phrases and senten- 
ces. One of the bettor speech understanding 
programs, hearsay ir. can understand 
speech (80 times slower than real-time) from 
a 1.000 word vocabulary provided a very 
large computer is available to do the compu- 
tation, and providing the speaker's accent 
end mannerisms have been identified 
through a coupleol naming sentences 

Actually, one of the central problems for 
robotics, and for Al in general, is to under- 
stand human language Most people feel Ian 
guage what distinguishes man from other 
animals; so langauge must be a very impor- 
tant key to mtolhgence. This importance has 



long been recognized, as research into lan- 
guage is one of the oldest areas of Al . 

The lirsi attempt to make computers 
understand language was the mechanical 
translation protects of the late 50*s. It was 
thought that an acceptable, although incom- 
plete, translation of one langauge to another 
could be accomplished by automating a dic- 
tionary These word-by word translators 
knew grammar only to the pent of providing 
the correct endings and gross word order 
(for example. Spanish adjectives follow the 
noun rai.ret than precede \ as >~ English) 
But words that are the "same" in different 
languages are rarely completely equivalent, 
so a lot of effort was put into protects whose 
results can be Summed up with one example. 
Idioms cannot be translated except as units, 
so when one program read in the phrase 
"Out of sight, out ol mand." its Russian 
translation was "Blind idiot " 

The next step was to look at units larger 
than individual words. The late GO'S brought 
an mterest in grammar as a basis of transla- 
tion. The idea is that language is some sort of 
encoding, expressed as grammar and syn- 
tax, for what people think or want to com- 
municate. Th« generation ol programs at- 
tempted to work essentially sentence-by- 
sentence Dictionary lookup is still used, but 
only as a small part of a larger, more intelli- 
gent system Using sentences rather than in- 
dividual words as a bests gives vastly better 
results than the early mechanical translation 
programs but <s still inadequate The prob- 
lem is that people seem to work with oven 
larger units ol understanding. 

Current work on language understand- 
ing concentrates on just this issue. For peo- 
ple, communication is more than word ma- 
nipulation: understanding language involves 
understanding the world m all us complexity 
People constantly fill in what is not verbaliz- 
ed, and they have active expectations as to 
what will be said. Language cannot be sepa- 
rated 'rom culture, from emotional State, or 
from memory. So. language programs must' 
have Some idea ol what is being talked 
about, they need a notion of how to order 
what is said so the listener will understand, 
and they need a much larger context than the 
isolated sentence 

As one example of how knowledge can 
be suppled to a program to make it behave 
more intelligently, consider the following 
trivial Story: 

John and Man/ arrived at the restaurant at 7:00. 
John ordered rack ol lamb ana h» wife had 
quiche loner* John handed (ha waiter hi* 
American Express card and signed the b*. and 
then I hoy went on to a concert. 
This may seem obvious enough, but com- 
puters are very literal- mmded and know only 
what they have been toW explicitly. In order 
to understand the story, the program must 
know that restaurants are places where lood 
can be obtained, that (unlike a market I this 
food is generally eaten on the spot. etc. Peo- 
ple have a fairly consistent notion of what a 
restaurant is and what happens inside one 
One technique used to heap the computer fill 
in missing detail is the use of descriptions of 
common places and activities cased 
"scripts"' Assume the program now has the 



R0*ee:0 = dinm 

Props: table*, chair*, menu.-. 
Entry Condition*: ■* hungry. has money 
fUiulU: O ha* leu money. M not hungry 
Scene* D enter* restaurant, find* e table, and 

tin in e chair next to the MtM 

W brings a menu 

D chooses food from menu and tea* W 

nis selection 

w bring* selected food to D 
D eats food 
W bring* bill 

D gives W money to pay b* 
D leave* 

When the program recognizes that this 

-■■i ;,' ■-. ..■Ii.v.vf. it r.i- ur-.li-.r,nrt - 

more ot the story. For example. John must 
have used his credit card (o satisfy "0 gives 
money to W to pay bill." Scripts do not ex- 
plain everything, this script assumes the pro- 
gram already knows what food is and why 
people need to eat it. Nor does it explain how 
"Mary" and 'his wile" can be ■denuded as 
the same person. But scripts do allow the 
machine to f ■ m missing actions and some of 
the motivations. The descriptions of expect- 
ed roles and acts also serves as a simple 
form ol common sense. Imagine the story 
had been. "Johnwashungrysohewent into 
the restaurant When the waiter approached 
h.m. he ate the waitor " This is not the 
waiter's role, no* a it the expected action at 
thai pomt of the script This violated expec- 
taton can alert the program to pay more at- 
tention to the rest o' the story w see if other 
details can explain what is going on. If John 
later turns out to be an alien, perhaps he is 
behaving according to an alien restaurant 
script (much to the surprise of the waiter) 
Processing Information 

It is now time to step back to see what 
we really have been talking about. We have 
gone from physical problems like arm coordi- 
nation to the real issue intelligence What 
we are Oxscussmg are points on a spectrum 
of information processing ability A bacteri- 
um processes little information to do what it 
does; it senses little and it has a limited reper- 
to«e ol actions We say that it is not very in- 
telligent. We can also discuss machines In 
the same way. We might not want to say that 
a thermostat thinks, but even if we did. it 
does so little information processing that we 
could not call it intelligent. Sheer bulk of 
computation alone, however, does not guar- 
antee intelligence At the top of this spec- 
trum (currently, at least) rs man. People do 
not process information as last as modern 
computers, but they do use information m 
much more complex and varied ways than 
any machine currently can. People are much 
more Clever in how they use the information 
they have This rs the task lor artificial intehv 
gence: to build such cleverness and adapta- 
bility into computers 

There are many research areas in Al be- 
sides robotics-related work Game programs 
have been widely publicized, chess being the 
most well-known ol all. However, chess pro- 
grams are not the most intelligent ol game / 
programs Typical chess programs work fr 
searching a "game tree ' consisting o( • 
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possible moves and couniermoves. "II I 
moved my queen up three squares, he would 
probably counter by threatening with thai 
pawn, so then I could move my knight..." 
Tho method is theoretically perfect, but only 
if the consequences of each move can be 
worked out to the end of the game. In prac- 
tice, the computer can search only a few 
moves ahead because the number of possi- 
bility grows exponentially the further ahead 
it looks. People overcome the inability to 
look far enough ahead by using strategy de- 
rived from their knowledge and experience 
of chess "I'll keep him so busy with my 
queen ho won't see my pawn advance on the 
other side " Al researchers have not yet fig 
ured out how to include this kind of strategy 
in programs. The best chess program now 
plays at expen level, a rating higher than that 
of most players but below master and grand- 
master Chess programs have boon Improved 
not by adding more Intelligence but by using 
faster computers which allow them to look a 
move or two further ahead 

Several games are played by computer 
more inteBtgently than chess, including 
backgammon, go (although go programs do 
not perform very we* yet), and checkers. Ar- 
thur Samuels checkers programs can beet all 
but the top half-dozen players in the world. 
Checkers «s. of course, a less complex game 
than chess, but what is notable is thai Sam- 
uel's program is able to improve its play with 
experience- A chess program decides what 
move to make by evaluating oach sequence 
of moves it examines The evaluation func- 
tion gives points for moves that dominate 
the board, subtracts points if the move 
results in the loss of a ptece, etc. The choice 
of which factors to include in the evaluation 

have. The checkers program also works by 
looking ahead and picking what the evatua 
tton function says * the best move. The dif- 
ference is that Samuel gave his program a list 
of many more factors than it uses at any 
given time. When the program wins, it 
augments the weight of its current set of fac- 
tors, when it loses, it tries a new factor from 
the list After playing and learning from hun- 
dreds of games, it has become an excellent 
piayo. 

At the present, some person must pro- 
gram a computer before it can do anything 
Programming involves specifying desired be- 
havior in excruciating detail, keeping track of 
innumerable minutiae, and requites the pro- 
grammer to think of the possible outcomes 
of each decision People can do this, but n is 
a burden. It would bo much easier to simply 
ten the computer what we want done and let 
it work out how to do H. This is the idoa of 
automatic programming. While current au- 
tomatic programming systems can construct 
small programs (sorting simple lists and the 
kke), the interesting issue is what will happen 
when computers really can program them- 
selves. Computers will not become every- 
day, household tools until the average per- 
son can describes task, in English, and have 
a computer solve it by programming itself. 
Even beyond the enormous impact that 
would have, consider a computer that could 
modify its own programming Us capabili 
ties, its knowledge, its "personaeiv" are alt 
rtaerr- by 1i-<- lire;--"":' Hid! .1 Car. 



ocuto. If a computer can change these pro- 
grams acceding to its experience, rt must be 
considered intelligent. This machine would 
be a learning, maturing, introspective entity 
It would be able to define its own goals and 
its behavior would not be entirety predictable 
as we would expect of a "mere machine.'' In 
short, mat computer would become an in- 
dividual in most of the important ways that 
people are individuals. 

Much of Al is concerned with more psy- 
chological pursuits By Investigating how to 
make a computer learn m the human sense or 
do any of a number of "human" activities, 
we learn much about ourselves. There is a 
fairly wei-known program called PARRY* 
that Is a simulation of a paranoid personality. 
Amusing as it is to converse wrth a program 
that claims the Mafia is out to get It. the real 
point s that PARRY is a precise embodiment 
of a theory By making minor changes to in- 
ternal parameters and interacting with the 
program, researchers can evaluate how im- 
portant those parameters are. For example, 
one could make smaH changes m the way 
mistrust is modelled and then observe how 
that changes the program's behavior. Deal- 
ing with ail the tiny details required to wme 
the program forces researchers to be very 
concrete about what they mean 

The Expert vs. the Machine 

"Expert systems" research is the most 
active and exciting area of Al, because it cur- 
rently has the greatest immediate and prac- 
tical impact on society, an impact that will ra- 
pidly increase in the near future. An expert 
system is an Al program that attempts to 
solve a significant problem in some small sci- 
entific or medical domain by the use of hu- 
man-like reasoning, or "creativity" The 
knowledge, the heuristics, and the "com- 
mon sense" built into these programs is 
drawn from recognized experts In the rele- 
vant field. The task of the builder of such sys- 
tems loften referred to as a "knowledge en- 
gineer"! is to capture the human expert's 
knowledge and his methods of using rt and 
translate this into a computer program. 
These programs function as intelligent assis- 
tants to scientists and doctors. Programs of 
this type now being used include PUFF, a 
King disease diagnosis program*; CONQEN. 
which a<os organic chemists in identifying 
unknown substances*; and PROSPECTOR, 
a geology consultant used (« analyzing 
mineral ore deposits' . 

One of the oldest expert systems is MY- 
CIN*. MYCIN is an expen at diagnosing bac- 
terial infections of the blood. It interacts with 
the user to obtain a patient's history and the 
results of current lab work Such as Culture or 
white blood cell counts. The program then 
deduces what bacteria are causing the illness 
and prescribes antibiotics to treat (hem. Like 
its human counterparts. MYCIN possesses a 
store of facts - for example, rt can 
recognize bacteria and It knows the proper- 
ties of various drugs — and it also under- 
stands how to use this information. A doctor 
also uses a great deal of less formal know- 
o: examination strategies, experience, 
medical "common sense." Th«s pro- 
cedura' and ludgmentai expertise s encoded 
m MYCIN as "if-then" rules, small chunks of 
knowledge in the form "If condition X Is true. 



then conclude Y." An English version of one 
of MYCIN'S rules is: 
■f 1) The arte of me culture e wood, and 
2) The portal of entry is oawroimewlnBl. and 
31 The pttont * • compromised host 
Then BscteroidM is piobsbty en orosriBrn for 
wt-ch iharwy enooM cover. 
Unlike non-AI programs that specify exactly 
what to do in great detail. MYCIN uses these 
rules as advice. Whenever the if-part of some 
rule becomes true, its then-part adds a bit of 
knowledge to the growing hypothesis and 
possibly causes lekjng with input data) 
other rules to fire. A collection of about *0 
rules encodes the diagnostic expertise ol this 
very small area of medkeine. Since the pro- 
gram asks for any information it cannot de- 
duce, the order in which the rules are used 
causes it to take the patient's history and to 
ask for lab work when necessary. Once the 
rules narrow the diagnosis to a small set of 
ukety organisms, the program prescribes an- 
tibiotics to treat them. What is interesting 
about this program is not so much what it 
does but how it does rt . It is intended to be an 
aid to the clinicians raiher than the.r replace- 
ment, so it is designed to be as comprehensi- 
bleandaseasytouseas possible All interac- 
tion is in the doctor's |argon subset of Eng- 
lish. Instead of just announcing a conclu- 
sion, the program lo"ows a line of reasoning 
very similar to that the doctor might have fol- 
lowed. The program can explain why it is 
asking for any given datum and how n arriv- 
ed at any conclusion In this way, the doctor 
can judge for himself how far to trust the 
program and its recommendations. 

MYCIN is also an archetype lor many of 
the social issues facing Al. the realm where 
"Should it be done?" is more important than 
"Can it be doner MYCIN should be a very 
successful program, and indeed it is. The 
program's performance has been compared 
to that of human experts end the c»n*ensu$ 
is that the program performed very well. But 
MYCIN is not being used at any hospital nor 
are there any immediate plans to do so. 
While this is partially due to technical and 
funding considerations, an important issue is 
ethics. II MYCIN comes into general use in 
hospitals, and somebody dies alter receiving 
its recommended course of treatment, who 
is responsible? For thai matter, .f MYCIN or 
any other diagnosis program can be shown 
to be as good or better than humans, is it 
malpractice not to use it? Our society is not 
legally or ethically ready to remove the hu- 
man from the process. It will be a long time 
befce we have science fiction's automatic 
doctors 

The Limitless Future 

Since artificial intelligence is a new field, 
it has not yet substantially affocted Ihe gen- 
eral public. However, the public is now indi- 
rectly affected by a strong military interest In 
Al. A large share of funding for basic Al re- 
search comes from the Defense Advanced 
Research Pr |OCtS Agency INSF, NIM, and 
other civilian federal agencies supply most of 
the rest! As far as we know, no Al-basod 
military system or weapon has been complet- 
ed yet. but Al has great potential for military 
use. Al can be less effectively eppfced to the 
development of actual weapons (the current 
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generation of "smart" weapons owes much 
more to electronics than to All than to 
sophisticated Intonation-processing. Al wHI 
probably be used for intelligence in the 
military sense, (or instance, a vision program 
is now being developed to scan satellite 
photographs for enemy ships 

Al may have a more benign effect on so- 
ciety by helping to revolutionize manufactur- 
ing. There is already a trend towards aug- 
menting the assembly line with computer- 
controlled tods, in the post, machines which 
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tioned tools and workpteces. and a progran 
tape specifying the sequence of movements. 
Producing a different object is simply a mat- 
ter of using a different tape, but these tapes 
are hard to make. The next step is to buAd an 
industrial robot encowed with vision, arms, 
and some intelligence. This robot would be 
much more versat*. not only because it 
could fmd and position tocte end materials 
for itself, bui because it would be easier to 
program. If such a robot could produce 
finished objects from a set of blueprints or 
even a detailed verbal description, the effect 
could be revolutionary. Mass production im- 
plies just that Cmrently most items are mass- 
produced because custom producnon is so 
expensive, industrial robotics has the poten- 
tial for combining the economics of modern 
industrialization with the aesthetes of 
customization and hand-craftsm8nsh<p. 

Perhaps the most basic impact of Al will 
be its contribution to the democratization of 
society. In the long run. success in natural 
language and automatic programming re- 
search would mean everybody could use 
computers. Computer use would not involve 
using a special language, going through 
trained intermediaries, or dealing with all the 
annoying details programming currently re- 
quires. This is important because <t would 
mean common access to a fundamentally 
new kind of tool: a brain augmenior rather 
than a muscle augmenior. In (he shorter run, 
the techniques being developed by expert 
system researchers could toad to a sfightfy 
different form of democratization We are all 
dependent on experts, people who have spe- 
cialized training. Yet these experts spend 
much of their time on simple, routine prob- 
lems. How often do people spend time and 
money to see a doctor just to be told their ail- 
ment rs minor and wiB go away by itself? A 
program could do elementary health main- 
tenance and routine cfcagnosis. advise us 
when we should seea doctor and what to do 
if it is not necessary. Assuming the appropri- 
ate professional organizations allow it. pro- 
grams for basic medicine, common legal ad- 
vice, and even auto mechanics could restore 
to the individual much of the power now held 
by experts. 

To Be Truly Human 
Throughout this article, we have predict- 
ed soma of the short-term results of current 
Al research. But the ul|.mate result of thisre- 
search. if it continues successful land we 



know of no reason why it will noil, will be the 
croation of an intelligence of human magru- 
lude. This statement makes it necessary to 
define what we mean by Intelligence. It often 
seems that intelligence is defined as anything 
people can do that machines currently can 
not do. an attitude wluch requires constant 
retrenchment as machines increase in ab*ty. 
h might be more practical to ask what 
machines can do. Much of current Al re- 
search is aimed at giving novel abilities to 
machines, but most people do not call arm 
movement, vision, and the like "intofcgence," 
even though these actions require much un- 
conscious use of intelligence Intelligence is 
a word ordinarily reserved for the higher 
forms of information processing such as 
learning, problem solving, end creativity. A 
machine that can provide the right answers 
to questions is not necessarily very intelli- 
gent. At the top end of the information pro- 
cessing continuum, it 13 important lhai the 
answers come for ihe right reasons, that 
there is some understanding which sepa- 
rates the Al program from the preprogram- 
med answer Machine inteligonce must be 
measured by the same criteria as human in- 
telligence. If a machine can process informa- 
tion as flexibly and as accurately as a person, 
we can then say that it has a human level of 
Intel igence 

However, a machine which possesses a 
human level of intelligence will not necessar- 
ily possess a human type of intelligence- We 
have already stated that there are two broad 



approaches lo the creation of an intelligent 
computer: the simulation of human thought 
processes I psychological modellingl and the 
ad hoc method (creation of intelligent beha- 
vior by *ny means possible) The psycholog- 
ical modelers have set themselves a problem 
wr-ch is doubly difficult. Not only are they 
trying to create intelligence, they are restrict- 
ing themselves to one particular model of It. 
which cannot be achieved until they under- 
stand precisely how human beings work. 
While their research will produce many 
valuable insights into human psychology, 
and methods of producing intelligent 
behavior useful to the ad hoc researchers, 
we believe that they will probably only 

human behavior. A completely human intefti- 
genco requires both a human brain and a hu- 
man body. An intelligeni compuier would 
have a different body, senses, and internal 
workings; computer hardware functions in a 
completely different manner from the neu- 
rons of the human bram. Even if the human 
body and brain could be exactly duplicated, 
there would bo no real point in ceating a 
machine intelligence whici is sub-ec: in all a 
human being's falliblities and limitations. 
The abilities of the human body and brain 
could be extended in almost any direction 
you care to think of; for example, a machine 
intelligence could think hundreds of tunes 
faster, see all of the electromagnetic spec- 
trum, and live much longer But the way hu- 
man beings thtnk is governed by the* f aUlli- 




Ms and limitations: an intelligence tacking 
thorn wouW be qualitatively different in 
short, we believe it is both impossible and 
unnecessary to exactly duplicaie human in- 
telligence. While a machine inteaigenoe 
might have some human characteristics, it 
seems most likely that it will not be truly 
human. 

We believe that eventual it will be 
possible to endow computers with a human 
level, if not a human type, of intelligence. Ai 
present. AI research is focused in the indivi- 
dual components of intelligence, such as lan- 
guage understanding, rather than on build- 
ny '. g*ri<!(3H/i>d iriWiirjeriCC CO"iparat rj 1C 
the human mind If and when it becomes 
possible to create such an intelligence, it will 
be extremely useful to endow it with human 
abilities. Some of these are the ability to 
learn from its environment, observe the suc- 
cess or failures of its actons, and change its 
behavior accordingly - which Samuel's 
checkers program does in a very primitive 
way Another is the ability to create some of 
its own goals instead of relying entirely on 
those provided by human programmers. Au- 
tomatic programming is one example of how 
this is useful; when we alow the computer to 
work out the deta*s ol how to solve a task 
rather than dictating ihem in a program, the 
computer is creating some of its own goals. 



more general — for instance, when ii decides 
for itsell what task to work on Since auto- 
matic programming enables a computer to 
change its own program I including its goalsi. 
certain safeguards cou*d be built into the 
machine in such a way that it could not 
change them. These safeguards would be 
imperatives, such as "Do not cause harm to 
humans" comparable in function to the in- 
stincts possessed by living organisms. A 
computer possessing all these aHities would 
be a changing and maturing entity. Its initial 
programming and knowledge would be en- 
tirely set by humans, but it would add to and 
modify this until it became an individual, cap- 
able of independent and self-directed thought. 

The debate between those who believe 
that intefligeni machines can be created and 
those who do not is largely a debate on 
whether or not there is something unique, 
undefinabie. and unreproducible about hu- 
man cognition - the soul, if you w* The 
same sort of mystenous and unique quality 
was attributed to organic chemrstry until 
urea was synthesized in the nineteenth cen- 
tury, and then to the mecharvsm f cellular 
reproduction until the lunction ol DNA was 
worked out during the last few decades in- 
stead of assuming cognition is an unknow- 
able property of human life, It seems more 
useful to assume it is simply highly sophisti- 
cated information processing, and to at- 
tempt to understand and eventually dupli- 
cate it While giving due respect to its enor- 
mous complexity, we feel cognition will re- 
mem mysterious only until it is better under- 
stood. AI has already produced many inter- 
esting and useful results: given enough time 
and effort it seems i*ely that wo can create a 
general artificial mteatgence However, we 
admit that this prediction is ultimately based 
on an act of faith; it is impossible to know 
•vteifer an artificial intellioer*C8 (3" Oe cre- 
ated or not until one is created, or until we 



learn enough about mtelboenco to scentifi- 
cafly prove that it is impossible 

it ts unlikely that Al researchers win suc- 
ceed m creating a machine possessing a hu- 
man — or greater — level of intelligence 
within our lifetimes. But they have already 
endowed machines with powers which 
twenty-five years ago they possessed on*y in 
science lict>on. The quality of machine intel- 
ligence and the uses to which it will be ap- 
plied can only increase. Even if we never Sue 
wed i- creatirg a human-level ■ leiUgence. 
we can expect AI in its other forms to nave a 
substantial impact on our society. 
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flow both from its possibilities and \aimpot- 
t'/iiiV'.y.w Todomandthatsciencebepreseni- 
ed only from the man • conquers -I he-universe 
viewpoint and label lhat "optimism" is to 
abuse the vocabulary of hope. The don'i- 
Mhe-facts attitude o a pecu- 



liarly a 



, anti-technological stance 



lor a soence fcion reader to adopt. To mis- 
lake serious consideration of the possible for 
an exercise in pess>rr-sm rs to open oneself to 
a charge of petulance. It also suggests that 
there is only a science fictional literature ol 
positivism - clearly not the case thesedays 
There are many "pop*sa" or "golly, 
technology" magazines on the stands. From 
them, one can get endless numbers of super - 
duper predictions or scare-stories loosely 

: rin i.'r-'.rt -■ \t;nc.r. A :li ic'ri I 

want to give you more of that gee-whiz, 
empty-headed bull. As best as we can. we'll 
continue to provide science fact as a contrast 
to fiction, not as its pimp We have no inten- 
tion, however, ol holding ourselves up as a 
Final Authority But to surrender ihe plea- 
sure of being a technological gadfly is asking 
too much. You'll notice, by ihe way, that we 
have no problem with publishing games and 
stones that liy in the face ol scientific theory 
and fact We just locus on the fun of ine fic- 
tion and the suspension of ditbehel. 
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Adventures in Albion 

Role-Playing in the Land of Faerie 



byDavidJ. Ritchie 

Practical** my fusi though! upon finish- 
ing Albion lot Ares 11 was: "I want to do 
more wi t h this world . " 01 course, that's not a 
unique idea. Most designers these days tend 
to think in terms of systemic multiverses 
("...and then there's the mnigame version, 
and, after thai, a computer qame and then 
we can do a source book . ."). The fact (s the 
tendency probably started when God spent 
much of the Seventh Day daydreaming about 
what other nifty things be could do with his 
universe. 8e that as it may. one of the con- 
cepts which most neturaty presented uselt 
wa* to find a way to marry the world of Albion 
with the DrogonOuesi system. 

The crucial problem in consumating 
such a marriage is that the Atww game con- 
tains many elements analogous to Dragon- 
Quwr. cu: Je.v real rhu-.. A I 

toon* Elves and Humans are equivalent to 
DragonQuests Elves and Humans, but Trolls 
and Gnomes in the boardgame bear little re- 
senbante in He tw:ir< r , „ : • , 
gonOu&si. Therefore, the main focus of this 
article will be upon the conversion of the num- 
bers and terminologv applying to the Persons. 
Magic Items. Enchantments and Places of 
Power in Albion into numbers and terms un- 
derstandable to DragonQuest pavers 

T he Characteristics Summary 'or Dwel- 
lers m Albion lists each of the Persons repre- 
wmeil i- Al.'.-w,. I -,y thr-.r D'jgi;,: 
Quest characteristics (PS, MD, AG. EN. MA, 
WP, FT. PC, and PBI, Aspect. Type I Race or 
type of entity!. Magical College (if anyl. 
Spells. Rituals and Magic Talents known (if 
any), SkiRs known and the number of Wee- 
pons t-C P.-'.nr i-. idly to have Rank in The 
average Rank for each Spell. Talent, Ritual. 
Skill or Weapon a listed after each ranked 
ability. The Skills Table lists the kkelihood of a 
Person knowing a particular Skill (based on 
Race! and what his Rank with that Skill >s 
likely to be. The Weapons TaWe lists the type 
of Weapons typically found In Albion, who 
will know how to use them and at what Rank 
in the same manner as the Skills Table Using 
these three .tems together, it should be 
possible to convert Albion Persons into Dra- 
gonQuest NPC's of approximated the same 



When using the Summary and the two 
TaWes provided. Albion Gnomes are consid- 
ered to be equal to DragonQuest Dwarves in 
all ways except that the traditional Dwarwsh 
antipathy toward Elves is ignored for all such 
Persons resident in Alt-on. Albion Trolls are. 
m actuality. Stone Giants (though TroBs or 
Fomorians are the terms usually applied by 
the Elves to refer to them). Wherever Giants 
are referred to in these rules. Stone Giants 
are meant. The Cart Srth is a Demonic Presi- 
dent for purposes of conjuration, and the rit- 
y lo bringing it onto this plane in- 



volves the sacrifice by torture of a progres- 
sion of House Cats until the Cait Sith ap- 
pears. The Can Sith's specific Skills, Spells 
and Ranks will have to be determined by the 
GM whenever it is used in a DragonQuest 
campaign. The Worm is identical to a Green 
Dragon in all ways except that It has no 
wings and a* references to wings or flying 
should be ignored Callach'sWaff isa Wight, 
retaining all the Skills and Weapon Ranks as- 
signed to Caiach. but without Caiach's ma- 
gical abilities The Ancients are simply long- 
kved Elves. 

All Enchanted Hexes and Wild Magic 
Hexes on the Albion map are treated as High 
V f- i.in«i-.:inrj.jl Mundane Hexes are Heal- 
ed as . :.,v Mar.i 'c [>urcoses af Dra- 
gonQuesi adventures in Albion. Terrain 
types are equivalent except as follows Clear 
hexes should be treated as Fields for purpos- 
es of Encounters; Faene roads will constant- 
ly change location and direction when non- 
Elves attempt to use them; Plains and Wastes 
do not exist in Albion; Caor Brandingle. Caet 
Oonegh. The Dnffeld Knowe and Forador 
are all treated as Ruins; Wigan's Pen is treat- 
ise Stour. all Faerie 
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as Caverns (unless fully 
residents at the time a party enters thcml; 
Cuillan Braes. Derg Donnegal. Derwent's 
Watch. Fir Chfcs. Fir Darrig. Gil's Rest, Kelpie 
Braes, Povis Heath, Ravenglass. Rona's 
Bath. Denby Plinth, The Giant's Dance and 
the Seat of Moray are all considered Places 
of Power for purposes of the DragonQuest 
rules and the appropriate benefits for Adepts 
of the College of Earth Magics apply to them; 
Fb Chlis, Fir Darrig, Povis Heath and The Gi- 
ant's Dance are all places where Wood sacri- 
fice has been habitually performed so that 
onty Druidac Earth Magicians can benefit 
from occupying them; Dermoi's Dyke is 
treated as an Extreme Danger Level-Field... 
a> other non-fortress hexes are High Danger 
areas. Treata league asa mile in DQ. 

The 13 Enchantments in Albion can be 
worked mto a DragonQuest campaign In the 
following manner; 01, 03. 04 are powers ol a 
particular Magical Item, rather than being 
types of Spells or Rnuais 02 and 13 are func- 
tions of particular hexes in Albion le g . they 
are special powers inherent in a particular lo- 
cation and work just like Talents 05. 06. 07, 
06. 09, 10, 11, 12. areaspooal type of Ritual 
which can be performed by any Magic User 
with 120 • points of Rank in magical Spells, 
id Rituals. They are i 
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Adept who already knows them These Rit- 
uals may be listed on a Character Record by 
writing the letter "a." followed by the num- 
ber of the Ritual on the Enchantment Sum- 
mary. The Magic User must occupy the ap- 



propriate area listed in the Albion rules and 
must conduct an extended Ritual m order to 
cast these Enchantments. The Ritual has a 
Base Chance of 5% per ful day spent in the 
performance of the Ritual I minimum of 1 day 
and maximum of 15). Casters may stop to eat 
and sleep f« 8 hours in every 24, but may do 
nothing else dunng the performance of the 
Ritual Adepts may nor work in relays (e.g. 
only one caster may perform each Rtiuall. 
These Rituals win work only in the area 
shown on the Albion map and should not be 
implemented m DragonQuosr campaigns in 
other worlds since they are so powerful The 
results of each of the 13 Enchantments listed 
in Albion are discussed in the Enchantment 
Summary on page 10. Persons cannot achieve 
Rank with these Rituals. 

The Magic Items in Albion work exactly 
as described m the Magic Item Summary on 
page ». These items operate according to 
the rules governing Magic Items in the Dra- 
gonQuest supplement. Arcane Wisdom, and 
are consonant with those supplementary 
rules Players may use the Mag* Items from 
Albion without reference to Arcane Wisdom 
by simply realizing that the magic powers 
bound into each item are permanent. They 
do not work only temporary as is the case 
with magic items formed by means of the In- 
vestment Hnual described in the bas>c Dra- 
gonQuesi rules. 

In general, conversion rates are as fol- 
lows: 1 Wound in Albion equals 8 Damage 
Points in DragonQuest: 1 point of Magic 
Strength equals an MA of about 16 and each 
additional pent increases MA by 2 or adds 
about 20 pomts worth of magical Ranks (re- 
member, these are powerful lolks. not your 
run of the mill dungeon crashers). 1 Mena 
Point in Albion should be translated into an 
increase of 5 in Cast Chances m Dragon- 
Quest (thus, a Mena Level of 6 means that all 
Cast Chances aremcreased by 25). 

The following monsters are common m 
Albion: all Undeed. Riding Animals. Com- 
mon Avians, Aquatic Mammals, Other Sea 
Creatures. Giant Humanoids (other than Ti- 
tans). Fairy Folk. Eanh Dwellers and Cree- 
tures of Night ana Shadow, all Elemental. 
Hellhounds, Unicorns. Mages. Wyverns. 
Suarimc, Salamanders. Giant Land Turtles, 
Basilisks. Menta Rays. Pike and Sharks, Gry- 
phons. Gargoyles. Harpies. Wolves. Wea- 
sels. Pats. Stags, Oxen, Boars. Bear, Wild 
Cats. House Cats and Neanderthals Other 
lypes of monsters should not normally ap- 
pear and theGM should choose from among 
those hated above for encounters The En- 
counter Table may sMI be used if oermissable 
monsters are Substituted for those that do 
not fit intoAlt-on. 

In closing, a word on character relation- 
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ShlDS *>d the SOCMl StfUCtUfSS ot Albion 
mrghi be in order Elves end Dwarves 
(Gnomes in Albion terminology) are very 
closely alhed in ires world. Bom e«e lacod by 
ihe menace of the Stone Giants and by (he 
increasing depredations ol mankind. 

Men we not the most common entities 



in Albion (unlike a normal DragonQuesi 
worid. . but. then, th«s is the Land of FMrM, 
In fact, men are lato-comors to Albion and 
are second class citizens even to their retuc- 
tam al >es. the Stone Giants. Human culture 
is primitive, semi- tribal and utilizes a system 
of obligations similar to that which may be 



found in p*e-No*man SritaWv 

Ehnsh and Dwarwsh cultures ere ex- 
tremely well-developed, though Elvish cul- 
ture is definitely on the wane. Both have a 
strong urban element The culture of the 
Stone Giants is a pure clan culture, its divi- 
siveness mitigated only by Ihe custom of fol- 



M AG I C ITEM 
SUMMARY 

01. The Book ol Glamours 
A booh o» powerful magic written in (he An- 
oent tongue of the High Elves, the Book o> 
Glamours leas an 13 of ihe powerful Enchant- 
ment* from Albion, and any Adept who per- 
forms any of the special Ritual* mentioned «i 



article *M« reading from thi* book automati- 
cally nasi* Ihe Ritual (no d*e rol is necessary 
and Backfire i* impossible). In addition. It takes 



03. Ihe Book ol Gyres 
Worka in exactly the same manner a* 01 eacepi 
thai the only Enchantment affected is the En- 
chantment of the Elements and non-Adepts 
can automatically cast Ihe spell In it they **<* 
Adepts) by reading the boo* aWun In me ap 



03. oVani Curse 

lias fabulous treasure is valued at In < 
150.000 CP's However, it Dear* the curse thai 
whoever sees it wll desire n above all else (In- 
cluding honor I and wil perform any crime to 
gain any or all of the treasure. Treat as a Gees 
with a Rank of 70 expressed in ihe lollowing 
words: "You w* oo everything n your powei 
to acquire attoi the treasure." The Gees takes 
effect upon Humans (only) immediately upon 
their looking at any part ol the 1 



CM. Cofl ft.y 
Ihe plant has the effect of a Spol of liwMbBry 
IS-S) of the College of Sorceries ot the Mind 
except that it affects all persons wtttwi 15 feat 
of the bearer of the herb I who need not be an 
Adept), is arrays automate*!* successful and 



lasts so long as the herb is carried in E*»«i view. 
It ihe herh •* concealed in a sack or otherwe* 
kept away dom sunlight, it wa cease to func- 
tion since it requires sunkght for Its effect. 
Once relumed to the sunight. it ■nmodiateiy 
begrts to function again. The herb deteriorates 
at the (ateof 10% efficacy per monih ledd B to 
n of each observer per month 




05. Dana's Toroue 
The Wflpower of the » 
50% (round up) and may cause the earth n 
Quake as in ihe Earth Tremor Spol IS 221 of the 
College of Black Magics, but with a radius of 2 
League*. The quake is initiated simply by the 
wearer waling pi and the tremor Beta 30 sec- 
onds. There will be > radius of 15 feet around 
the wnarer that will not be affected, however. 
Non Adept* may freely wear and use the Torque. 



06. finn'sRade 
The Finn's Rade artifact is actually the scroll 
containing the bans tor the marriage which the 
members of Ihe Rade were celebrating when 
slam . The Rade. itself . consists ol 500 ghostly 
revelers who wander about Drrtfeid Knows. 
The ghosts specialize in enticing the* victims 
to Join them (instead of scaring them to death 
as is the normal ghostly practice), and they ap- 
pear far more corporeal than normal ghosts. 
Consequently, they are extremely dangerous 
and are ikety to trie* an unsuspecting party mo 
some dangerous trap (a treacherous bog. for 
example) before the members ot the party are 
aware ol the malevolent nature o' their hosts. 
The artllact gives total control of the Rade 
(similar to a Control Spell I io whoever is in pos 



07. Gnrdions Stall 
Only Adepts with convOln 



mag* Spoils. Tolenis and Rituals ma. use this 
staff. It ■nmodiateiy increases the user's Cast 
Chance by 20 ond his Magic Resistance by 30. 
Only Efces lor half-eh-en persons) may use the 
staff. Ai omers suffer KOlO poms of damage 
to Endurance whenever they attempt to use 
the staff. 



OB. JneMaiftuefo'Gorerinon 



may be used by Adepts without prejudice to 
thee- magical functions, absorbs 9 points o» 
damage per hrt and mak« ihe m«,ua- it -. 
oustotheHandofTorbay. 



OS. Nuada'sHelm 
The wearer of the helm has ha wiipower and 
Perception each increased by 5. his Physical 
Strength increased by 3 and ho Agikty and 
Manual Dexterity each increased by 2. In addi- 
tion, the helm absorbs 2 points of damage as a 
result ot the magical aura it casts aboui the 
wearer. It can be *om in addition to othei no- 



lo. The Red Cleave* 
This Be me Axe doe* t 5 damage nnd may he 
used by anyone, regardless ot PS or AG. with 
out penally. The item also confers good tuck 
on the bearer so that any pbyvcal blow has its 
chances ot landing lc* damage to the bearer 
decreased by 10. Magical Speas are not affect 
ed I but blows from magical weapons are! Oth 
erwtse. treat as a normal Bank) A.e 



11. iyme'j'/ammer 
This weapon has the property of draining ei 



ENCHANTMENT SUMMARY 

The 13 Enchantments in Albion have the fol 
kiwmg effects when employed in Dragon 
Qj/y campaigns and adventures. 

01. Shake the £erlh 
See Magic Item 05. 

02. tnchantmemol farcafng 

Any Enchanter (Adept with 120 * points ot 
Rank in Spais. magical Talents and Rituals) 
who occupies Den by Plinth may spend 1 to IS 
days attempting to call a friend or ally to him 
with a chance ol success of 5% per day spent 
*i calling The person cased «i. rt the attempt 
is a success, experience a need to go to the 
■ ot the easing and v 



See Magic Item 10 
04. Incnanlmeni ol rhc Itemenn 
See magic item 02. 
08. tnthanlrntft ol Storm Calling 
Any Enchanter occupying a coastal he* may 
call a Full Gale which will arrive in 24 48 hours, 
occupy the entire sea bordering the hex and 
last tor two weeks. 
08. enchantment o/ f iVriourWif «r 
Any Enchanter occupying a mountain hex may 
call down a Miuard upon all of Albion as a re- 
sult ol Ihis ritual The blizzard will arrive In 
24-48 hours and will last two weeks 
07. fnen* 



for two weeks (Note: The precedence estab 
ashed » Albion rules for 04. 06. 06 and 07 is 
maintained when these Rituals are employed in 
a OragonQueff campaign and may prevent 
some enchantments trom being effective. I 

06. £ oc/wirmenf ol Maoial Attack 
Enchanters who occupy thee home he- or a 
sarapajc* where they can leave iheii body un- 
disturbed may ante, a trance as part of this Rit- 
ual. During this trance, they wll leave their 
body and seek out any foe within a number of 
Leagues equal to their Magical Aptitude. The 
two persons then engage in combat as it tney 
a in each other's physical presence (fight 
ii using the blank hex grk) at 



lowing a common warchief liho so-called that, a Dwervish city ten limes thai and an locate. Common adventurers w.ll normally bo 



Speaker o( the Clans) m times of trouble. 
Large family units ot 8 to 30 w.11 exist in iso- 
lated moontarft glens, but rarely will ihe greet 
Brochs. which are dan seats of power, 
house more than 600 Stone Giants Iwhito the 
average human settlement rr»ght have twice 



Elvish Knowe three times that) Contacts despised and sometimes killed outright 

with the rest of the world will be .are for ad where they are ot a different race. More fre- 

dwellers in Albion . though men will be more Quently, jhey will be need by the citizenry u n- 

actrve in this regard, in (his insular area, trav- loss protected by some patron of great stat- 

eiiers will be shunned and only long-stand- ure Only the hardiest souls need cross the 

log allies will have any claim of trust from the seas into Albion) Q □ 



target. However, the bearer of the Hammer 
cannot have hi* Fatigue increased beyond hw 
maximum Fatigue Rating « the. — 
Otherwise, treat a* a War Hammer 



12. TroHbane 
This Great Axo does • 12 damage and has a 
BC of 70. Otherwise, if hat Itie tame properties 
as any other Great Axe. Ooe to the great fear ot 
the Trolls- for this weapon, any time it U used 
in a right against a Stone Giant, there is a 
" « Gtantls) will run away 
thai 10 1 eel must ros sue 
>ower on 0100 each Pulse 
* run running awev from the wisel- 



" ■.(XII -.1 "I ,- '.] 



■rellMbana). 



13. S(io.r'i CAM* 
The wearer Iwhomav be a non Adept! is com 
pletely invisible except lor those pans of his 
body not covered by me cloak (it has a hood 
and a ankle length on a man-sired figure) 



the bearer. If an Adept, may ■ 
ibAty (o amend from the tip of me wand 15 feet 
« all Or oct ions, making those within the circle 
invisible to anyone outside of it. In addition, 
ihe weather lor 2 Leagues in all ejections from 
the bearer will always be fa* and sunny during 
mo day (with some light rein occurring very 
late at night) 



*. ThtHaodotlorbay 
Anyone touched by the * 




tan a number of points of damage to Endur- 
ance equal to the difference between the once 
roll and the person's Endurance. 



». Herd's Sine 
The wearer o' this ring [may be a non Adept) 
sees at wil what is hepperwig everywhere he 
chooses to look to a distance of 3* MA in 
leagues. Ihe wearer mosr. however, hove 
been to the place he is attempting to look into 
at sometime in the past leg. must have some 
sort o' lamfterity with n) <* must know* speci- 
fic person ei that place and have reason to be 
levo mat the person is there. 



17. MrsrV'sflorf 
The I- 



llrrp 



of magic. Items or persons ot a magical ni 
(having e spell cast over them) glow in the eyes 
of tie bearer, and he has a chance equal to his 
MA of detecting mo oerufeof such magic after 
a 'ew minutes study. The rod may be used to 
heel one person per day of DI0 points of dam- 
age Orsy an Adept may use the rod for heebig 
or to determine types of magic. Dot a 
may detect magic auras. 



W. 7hr Morn Crystal 
An Adept may Wok into the crystal end d 
mine ihe whereabouts end identities ot any do- 
tonhaty hostae entities within a radius of 6 
Leagues. It takes 6 hours per sitting to effec 
lively sort out the vast amount of inf orrnabon 



the crystal the enure time. 



Treat as Trolfeane except that Stone Ohm -re 
not efreidol the item 



70. 7he Scrying Ghil 
This glass allows the user to read the minds of 
any persons wlthai a range o* 20 Leagues 
Only Adepts may use the glass and the glass 
wis work only tor someone attuned to it. The 
glass wi be attuned to orey one Adept si a 
time and remains attuned to that Adept until 
the Adept dies. Oobie can use the glass at 
twice ihe normal isnge 



21. TbrSlaHolDonata 
The bearer receives an ersjuBtment of 5 in he 
favor on el 0100 r*ce rolls and a X>% adjust 
mem in all other race roHs in his favor. May only 
be used by an Adept Treat as a Ouarterstaff 
lor combat purposes. 



22. ThaSmtrdRpQwiw 
The bearer has his PS. AG and MD Increased 
by 3. Treat as a Broadsword. The slaver of the 
bearer w« thereafter be cursed with e modili 
cetlon Of 10 against him on an D1D0 dice .ol». 
Treetaa a Major Curse In addition, any Stone 
Giant or Human ettempilng to draw or even 



IheHandolTorbay 



23. T he 7**tholm* Oregon 
The Worm has 107 teeth end a skeleton (with 
maiimum characteristics! wll spring up in 010 
seconds wherever each tooth is cast Iheskei 
etons wil obey the indivi 



Sight concentration on them (e.g.. through 
precocell, anything except the cane, falbng 
asleep) Once deactivated, the skeletons crum- 
ble to dust Each tooth may be used once Ii: 



death I no Quarter may be shown). Since 
combat takes piece on the astral plane, no 
t else can interfere. However, the conse- 
quences ot the combat will manifest them- 
selves on this plane in the lor m ot mysteriously 



OS. Incrxof***, ot Vote, Cnwrnw 
The caster creates a number ot magical toma 
does equal to his MA wflhin an area lour 
Leagues across thai is entirely within a range 
equal to his MA in Leagues. The vortices ap- 
pear within 24 hours of the Ritual being per- 
formed and remain in the area lor DM) days. 
ID Enclwiumniol Mind Control 

« works exactly H>e the Spell of G 



the caster's MA in Leagues and uses the Base 
Chance listed in this article's eneheniments- 
11. foe b»ntm*n I o' O.speOing M&grc 
This Ritual works in exactly the same manner 
as the Ritual of Dissipation (Q-1 1 of the College 
of Naming Incarnations except thai it has a 
range equal to the caster's MA in Leagues and 
affects aO magic (Spoils. Rituals and Talents) in 
a a League square area. The effects we" last for 
D10 hours ef(er ihe Ritual is successfully com- 
puted, so a «■ be impossible during that tana 
for Talents to operate within the affected area 
or for new Spells or Rituals to be cast . 
12- tnchsntm^nt of S trtfngtft 

I be touching 



for O10 days, after which he suffers a Fatigue 
loss equal to the increase in PS. If the losa re- 
duces Fatigue to "0." the balance is subtracted 
dom Endurance. 11 Endurance is reduced to 
"0. ■ the object of the Ritual OMs. 

13. fncfitntrmnl of V&on 
Persons occupying Derg Donnegof Convents 
Watch. Ravenglasa. the Oenby Plinth or the 
Seat ot Moray may perform this Ritual. Once 
successful, the caster may observe the ac- 
tions, conversations, etc. ot any one party of 
persons within a range equal to tho caster's 
MA in Leagues. The effects last as long as the 



the object of the Ritual (he may eel and tee. 



CHARACTERISTICS SUMMARY FOR DWELLERS IN ALBION 
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Kay: PS - Physical Strength; MD- Manual 
Dwtehty; AG - AgUfly; EN ■ Endurance; 
MA- Magical Aptitude; WP - Willpower; 
FT -Fatigue; PC = Perception. PB- Phytic*! 
Beauty: Aspect -The person'* Aspect <l*>- 
**-vW Star*. Winter Stars); 

Type -Baca or Spaciea aa per fr*go»Ov*sr 
rules (Grtnf = Stone Giant); College -t re- 
number ot the section at the O/eoonOum 



6 3 

3 4 
6 3 

4 jt_ 

5 5 



4 6 
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3 6 

4 4 
3 4 
6 6 



low*: 



which the person belong*; Spelt - rhenunv 
D«r Ol Spells known and their average Rant 
(first number a me number of Spells, second is 
We Rank); SkiMi-Ihe number ol Skatt 
known and their average Rank (first number is which 
iha number ol Skfls; second is the average 
Rank); Weapons - Inn number ol Weapons 
in which the parson has Rank and the average 



irsl number B the 
is average Rank) 
al College is f o L 



- TNI 



il The school within the College 10 
1 Adept belongs (a g.. 44-1 indicates 
Adept ot the CoBege ot Celestial 
Magics is a Star Mage since Star Mage is tho 
first school listed under that College). 



WEAPONS TABLE 



tit GIANT HVMAH 0MMW 



10% 
25% 



60% 20% 



Sfina 



30% 5% 40% 



Shields 



70% 



6% 



15% 
50% 



Noiea: The fksl loot column* give the per 
centage chance (Ml out 0* the parsons in Ar- 
0«w wil own (though ool riecetaanlv be car- 
rying! s particular weapon. Tho second tour 
columns give the average Rank that the per- 



son will have with the weapon. A f> means 
that (he weapon *1 new be owned by per- 
son. * that .aca (to. p- 



SKILLS TABLE 



eV 

9 1 » 



20% 
30% 



40% 
40% 



MiStary Scientist 85% 



80% 



5% 



15% 



20% 



Nona: The 'Hat tour columna give the per- Rank Caaach had whan alive. Note that mote 

carnage chance thai one ol the person* in Al- Elves called Ancients I Sean, Cord. Ounetts. 

6««willpoaaes*apBnicuttrSkm.lrta**cond Mishs and Gerflaxl will have a 20% higher 

lour columns give (he eve/so* Rank that per- chance ot haWg a particular Skil than thair 

•on can be aspecied to possess The Worm Elvish cousin* and will hava an average Rank 

and ma Can Slth ara not covered by this labia. 3-10 higher (dapnmVtg upon oarsonl ■ ■ 
Caaach* Watt will have whatever Ska* and 
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ell you which game proposals 
Mck w©i Th* list o' ihe top 
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Alien Crly 18) 


2 


Universe (4) 
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Rarum ot the Stamle** 




Steel Rat t2> 
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Ghostship (41 
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Tho SagHianen Encounter 18) 
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The Forever Ship 17) 
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Bolo (4) 
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Foundation and Empire 14) 


9 


Emp.re ot the SteMa* 




Raacha* (41 


10 


Galactic Trader ui 



13. empires Of ine 5ieMf teaches as Tho Swot* 
*o0 ifre Stars, and Galactic Trader as Star Trailer) 
We are currently negotetng to* permission 10 do 
flow and fovnOttion and tn»*» n future issues 
ot Am The last three suggestions ara still under 
consideration, they an were proposed using a Voy- 
age or" ifv PantJoia'Ciladol o> Blood game sys- 
tem, and we do not want w overwork such a pop- 
ular gaining approach 

What is ot interest a thai aiV tho bosi rated 
proposal* have a science fiction theme In general, 
science flcNofl ptcposais do much belter lhan Ian- 
lasy proposals The besl rated lantasv proposal - 
which is not reeaV lantasv at ell. but horror - a 
rVo/wWoiWIwhiCh will appear ■< Anw 14) Togrve 
you an >dea o' now low fantasy ga 
rate, here is a 1st ol tho tan worst ran 
«*** mif>ssu*o'r*o*osAij 
I Jack the Ripper (2) 



a 12) 
re Were 



10 



Aquarius Mission (51 
Across th* Warp ot Tan 
Once and Future King If 
Fane the Mad ID 
P*iFH5l 

The Lost World 141 
A Clash ol Sorcery (71 



Si* oul of the ten btles are fantasy (though to 
be completely fa". Once am fuiuro King and 
Ac/oss ih« warp o' 'rma were oiie>ed m several 
con figurations some configurations dc-ng boi- 
ler than others! In general, a fantasy game pro 
posal usually does not score higher than about 70 
or so. making either the game proposals oi me 
reader reaction rather tepid 

One feedback question asked your response 
on a scale ot 1 1 o 9 M to where your interest lay to- 
wards science fiction or fantasy A response of 6 
indicated equal interest The overall response to 
the auest«n was a little over. 6. Thus, we are a bn 
puzfed k ihat you express interest in lantasv 
games, but thav ere never rated very high in the 
feedback w.i'-,^ 



NON-FICTION 



The 11 Billion Dollar Bottle of Wine 
The Possibilities of Interstellar Trade 



by Greg Costikyan 

Given what scientists say about the 
probability ol intelligent tile in the galaxy, it 
seems almost inevitable that, sooner or later, 
we will come into contact with another tech- 
nological species We can expect that the 
same kind of interrelationships which existed 
between primitive peoples on our planet will 
occur between the two species 

There ate basically two ways which indi- 
viduals or groups can interact - peacefully 
and violently. Peaceful interaction implies 
voluntary exchange between two groups 
which benefit both - that is, trade. Violent 
interaction implies the attempt by one group 
to coerce another - that is. war. Much at- 
tention has been paid to the second possibili- 
ty in the gaming field, but only recently has 
much been paid to the first. 

The reason trade exists is that different 
groups are efficient at doing different things. 
Frx example, let us say there are two coun- 
tries, A and B . A takes 15 man-hours to make 
a widget, but only 5 to make a thingummy. B 
takes 5 to make a widget and 15 to make a 
thingummy. Suppose each country produc- 
es as many thmgummies as widgets, and 
each has 100 man-hours 10 allocate. Each will 
then produce 5 thingummies and 5 widgets 
15x15+5x5=75+25*100 man-hours). If A 
and 8 now open trade, each may concen- 
trate on procuring the item which it produc- 
es most efficiently, A will produce thingum- 
mies and B widgets. Since a thingummy 
costs A 5 man-hours, it can produce 20; 
similarly. B produces 20 widgets. They trade 
10 thingummies for 10 widgets, since each 
wants as many thingummies as widgets. The 
final result is that each country has 10 thin- 
gummies and 10 widgets and each is twice as 
well off as before. Trade is self -evidently in the 
best interests ol both parties, linefeed, trade 
is even m the best interest of both when one 
party has an efficiency advantage in both 
products, because trade will allow him to 
shift production into areas at which he is 
mosteflicient.l 

One problem not taken into account in 
ihe above analysis is the cost of transporta- 
tion (and other barrier costs, such as import 
and export duties) which raise the cost of do- 
ing business with another group. Let us say 
that it takes 5 man-hours to transfer a unit of 
widgets or thingurhmies from country A to 
country B or vice versa. Each country will 
then have to allocate 10 man-hours to each 
unit of a good transported to the other coun- 
try, and 5 lo each unit consumed at home. It 
is still more efficient for A to concentrate on 
making widgets and B on making thingum- 
mies. However, the best A can do is make 14 



widgets 170 man-hours) and transport 6 to B 
(30 man-hours) while B does the reverse. 
Each country is still better of engaging in 
trade than not, but not as wel off as ihey 
would be it transportation were costless 

This is. o' course, an extremely impor- 
tant result for interstellar trade because the 
costs of transporting anything over interstel- 
lar distances is bound to be high, even given 
some kind of faster- than-light (FTU drive. 

In essence, in order to make trade in a 
good worthwhile, the cost of creating a good 
in one location and transporting it to another 
must be less than the cost of creating it in 
that distant location To determine what in- 
terstellar trade lit any) is feasible, there are 
then two questions we must answer, at least 
in principle: I.) what are the costs of inter- 
stellar transportation, and 2.) what are the 
costs of production in a highly advanced civi- 
lization capable of interstellar trade? Neither 
question can be easily answered, but we 
can. at least, make some conjectures. 

Coats 

In the simple analysis above, we assum- 
ed that the cost of production or transporta- 
tion could be measured in "man-hours " For 
any more sophisticated investigation, this is 
inappropriate. An hour of a PhD's time is 
considerably more worthwhile than an hour 
of an unskilled laborer's time. Furthermore, 
such things as the relative efficiency of pro- 
duction machinery land other capital goods) 
and the cost of resources cannot easily be 
measured in man-hours. That is ihe primary 
reason why money exists — because it <s an 
easy tool to measure relative costs. 

Extrapolating costs into the future is dif- 
ficult or impossible because technology con- 
stantly advances - changing both costs and 
relative costs — population trends are not 
entirety predictable, and the cost of resourc- 
es may change dramatically as terrestrial 
resources become scarcer and extraterrestri- 
al resources begin to be exploited. However, 
the cost of transportation is dependent on 
three primary factors the cost of building 
and operating transport vessels, time, and 
energy required for transportation. 

The first factor is very difficult to figure, 
but the second two are easily calculable, at 
least for suWight travel Given a particular 
transportation system it Is possible to calcu- 
late the amount of energy needed to move 
something from point x to point y in a given 
amount ot lime. This will be discussed in 
more detail later. 

Ignoring the cost ol maintaining and 
building a transportation system, the 



amount of energy needed to transport a unit 
of mass is roughly proportional to the cost of 
transporting it. Thus, the less energy trans- 
portation requires, the more likely trade can 
occur and the more commodities it is profit- 
able to trade. 

Time is also an important factor, be- 
cause the longer it takes to transport a good, 
the further in advance an investor must put 
up his capital before he will see a return. At 
suWight speeds, interstellar transportation 
will necessarily require between 10 end 1,000 
years, for a round trip. In America, there are 
few companies who are willing to wait even 
10 years for an investment to prov>de a re- 
turn. Government tends to think in even 
shorter terms; the insistence of Congress on 
space programs which produce short-term 
return and its reluctance to engage in pro- 
jects which mav prove immensely profitable 
over a period of decades, but cosily in the 
short-term, is an example of this thinking. 

Quite apart from this psychological re- 
luctance to think too far ahead is the very real 
economic cost of delayed return on invest- 
ment. When determining whether an endeav- 
or wiU be profitable, an investor must keep 
"opportunity costs" in mind. If an investor 
has a choice ol two investments, both profit- 
able, and chooses the one wmch is less pro- 
fitable, he has, in real terms, lost money; he 
could have made more by taking the more 
profitable investment. If one can earn 17% 
on one's money In a money market fund, and 
investing m a small games company is likely 
to produce a profit ol 10%, there is no reason 
to invest in the company. 

If, say. an investor can earn 10% of his 
money per year by investing in his own pla- 
net, over a period of ten years he can in- 
crease his wealth by 160%. To be profitable, 
an interstellar trading voyage would have to 
generate more profit than this. So the high 
time required for interstellar voyages result in 
high opportunity costs. (In KX) years, at 10% 
an investor would have increased his wealth 
by more than 15,000 times. I High opportunity 
costs combined with high transportation 
costs make interstellar trade extremely 
(though not necessarily prohibitively) 
expensive. 

Energy Costs of 

Sub-Light Travel 

Many different interstellar propulsion 
systems have been prosposed. and the ener- 
gy required for each is different. Since we 
want to encourage interstellar trade, it be- 
hooves us to make lelatively optimistic as- 
sumptions, in Ares nr. 1, John Boardman in- 
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vestige ted the times and costs in energy en- 
larged in using an anti-matter drive capable of 
KO percent conversion of energy into gam- 
ma rays, accelerating oft reaction from such 
conversion. It is possible to conceive of even 
less costly drives - such as a ramscoop 
wh*h gathers lis reaction mass en route - 
But Boerdman's drive is at least theoretically 
teas-bte while the ramscoop concept has 
some real technical problems. The Board- 
man anti-matter drive can then be taken as 
the most optimistic dnvo for su blight trans- 
portation. 

Boardman derived a formula to deter- 
mine the mass ratio needed between the ini- 
tial mass of a ship and the mass of the final 
payload (see "Calculating me Cos) of Inter- 
stellar Trade," below) assuming the ship ac- 
celerated to a given speed, coasted at that 
speed, and decelerated to rest at its target. 
He also derived a figure 15704 megawatt- 
yearsl for the amount of energy required to 
produce a kilogram of anti-matter. Combin- 
ing those two. we can determine the amount 
of energy needed to accelerate a ship to a 
given speed and then decelerate to rest. 
Evidently, the higher the "coasting" speed, 
the greater the initial investment and the 
faster the ship wii get to its target . 

Historically, the U S economy has grown 
at an average annual rate of 3% Icorrected 
for inflation) over the past 150 veers. If we as- 
sume that net human growth will continue at 
a rate of 3% in the future. we can calculate 
the opportunity cost of lying capital up in an 
interstellar voyage by assuming sn average 
39b rate of return were the capital invested at 
home Obviously, the longer the voyage, the 
higher the opportunity cost. Compound in- 
terest mounts up very rapidly. 

The important point Is thai the opportu- 
nity cost goes flown il the maximum vetootv 
of the ship goes up i because the ship gets to 
us destination and back Sooner, so the inter- 
est is compounded for fewer years! The ini- 
tial investment goes up. however, as the 
maximum velocity of the ship goes up (be- 
cause more energy is required to accelerate it 
to a higher velocity) Evidently, there is. for a 
voyage of a gwen length, a maximum veloci- 
ty at which the minimum net cost is achiev- 



ed Table I shows the minimum cost for voy- 
ages of several lengths between S and 100 
light-years. 

The cost of the energy needed to move 
a kilogram of matter at the minimum cost ve- 
locity ol 23 times hght-speed to a point 5 
light-years away and back is 6.820 mega- 
wati-years. which at average American pric- 
es of 5 cents per kilowatt hour, works out to 
about S3 billion in 1981 dollars. When includ- 
ing opportunity costs, the total cost rises to 
about 25.000 megawatt-years, or about S" 
b*on Costs increase rather more than lin- 
early; the total cost of a KO light-year trip is 
about 964 irflbn dollars (about twenty times 
the current U S Gross National Product .) 

Actually. 61 1 billion is not bad when one 
considers that the Apollo program cost 
around 9W billion To look at the entrgv fig- 
ures, ihe mmal investment of 6.820 mega- 
watt-years is about 3% of the installed elec- 
trical generating capacity of the US as ol 
1975 - it would take 6 fairly large nuclear 
plants operating full blast for a year to pro- 
duce the anti matter needed for the trip. 
That is a lot ol energy, but it is by no means 
beyond our capabilities lOf course, the 
technology does not exist at the moment, 
and is likely never to exist at least in the ideal- 
ized form postulated by Boardman). This lim- 
itation implies that sending miniaturized, ro- 
bot probes to the nearer stars is within the 
realm of feasibility, and will, barring nuclear 
war or some other catastrophic end to hu- 
man civilization, probably occur sooner or 
later. 

However, the cost is per kilogram. 
which means that human beings are unlikely 
ever to go to the stars, given the mass entail- 
ed in the life support system necessary to 
keep a human alive lor several decades 
Standards of Living 

Eleven billion dollars is a lot of money — 
or is it? We have postulated that the econ- 
omy will continue to grow, world-wide (or 
perhaps I should say solar-system-wide), at a 
rate of 3% per annum Many countries have 
growth-rates higher than this land quite a 
few less), so it seems a reasonable presump- 
tion - assuming 1. 1 technology continues to 



advance. 2.) we begm to exploit the vast re- 
sources available in the solar system off earth, 
and 3.) economic growth does not get chok- 
ed off by the continued growth of parasitic 
government at the expense ol the productive 
sector of the economy (the last is the most 
questionable assumption). 

As an example, let us say that the aver- 
age individual on the oenh commands about 
$1,000 per year I the figure is probably some- 
what, but not much, lower averaged over the 
eanh's population). F.gure 1 shows how 
much money individuals will, on the average, 
be able to command in the future. Talking of 
-money" in this context may be confusing; 
we are talking, actually, about the resources, 
energy, and goods which an individual com- 
mands The average individual will be able to 
command $1 billion m about 500 years - 
which means that he will be able to afford the 
equivalent of a Cray computer and a fleet of 
space shuttles He w* not be able to hire 

cause the average servant will, alter all, 
make somewhere around SI billion himself 

technological advances that permit increas- 
ed productivity. Mechanization, division of 
labor, computerization, robots, etc., mean 
that fewer ana fewer man-hours are needed 
to produce a given good, and thus that indi- 
viduals can be paid more (m terms of goods 
and services) than they could be paid under 
loss productive arrangements. There may be 
a limit to this process, but we are nowhere 
near it; indeed, mechanization of services (as 
opposed to industries) has only begun to oc- 
cur with the computer revolution. Economic 
growth means a greater ability to command 
good's and services, it does not mean a great- 
er ability to command others. 

Some things, however, are not suscep- 
tible to growth of this kind There are only so 
many Rembrandts; the sot of Burgundy can 
only Support SO many grgndem vineyards » 
a Rembrandt seas for 91 milfon today, when 
the average income is SW00. n wd sell for $1 
tr lion when me average ncomeisSI billion 
f All things being equal I 

Historically, per capita energy consump- 
tion has been very closely linked toeconom-c 
growth. Both nave increased m the US at an 
average rate of around 3ft. Consequently, as 
standards of Irving increase, the amount of 
energy which an individual can command in- 
creases - and his ability to contribute to 
what now seems an incredibly expensive 
subOght trading mission increases If an aver- 
age income of SI billion does not makeevery- 
one able to own a Rembrandt, it does make it 
much more possible to engage in interstellar 
trade. II a Rembrandt sells for 91 trirfcon. 
spending 911 bation to import the equrvalent 
of a Rembrandt from Alpha Centauri does 
not sound so bad 

How reasonable « it to expect that per 
capital incomes will increase a millionfokj 
over the next 500 years or so' Assume that 
population increases at a rate of 2% per an- 
num (roughly the current global average! 
Total energy use win increase at a rate of 5% 
(3% per capita plus 2% increase in popula- 
tion). Current total world consumption of en- 
ergy is around 8x10» MW-years pe- year 
The sun puts out about 1.28 x K» MW; in 
500 years at a growth rate of 5% . humanity 



TABLE 1: MINIMUM COST JOURNEVS USING 
ANTI MATTER DRIVE 
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AuumpDom The riguia* In inn chart are 
drawn using the followwig assumption* 
Boardman anti matte* drive; retuoling at Oesti 
nation; vehicle mats neglected; 100% efficien- 
cy drive, acceleration - 9 8m.''sec J ; rate of 
return on investments at home equals 3%; J .05 
in 1981 dotors per tAowatt hour ((438.000 per 
mega watt year! 



would consume a Mile bit mote then twice 
the an-ou^i of ene'gv produced &v the sun 
land the human population would be about 
8x10". eighty-thousand billion people) it 
seems unlikely that we could produce enough 
energy to provide the equivalent of a second 
sun for humanity However. It we assume the 
population would level o» at 100 billion poo 
pie, humanity would consume about 5 x 10" 
MW. about V> % o< the Sun's output. Thus, it 
we solve the population problem sometime 
in the 22nd Century, all wM be we" end our 

cniidfeiwillbe - 

Assume that this picture is over-opt*- 
mistic. Assume theSII bilfcon/kg figure isolf 
by a 'actor of ten. and a better figure is SI00 
WHcn/kg. Even today. Such a cost, though 
huge, could be paid. And barring the cot- 
lapse of craluauon, growth wttt continue. 
The relative cost of intersteaar trade should 
decline Doubtless, it w« never be as com- 
mon as trans- Atlantic traffic is today; none- 
thetess. it seems feasible 

Commodities 

We said (hat in order to determine the 
feasibility of trade in a given good we would 
have to know I.) the cost of transportation, 
and 2 ) something about the cost of produc- 
tion of the good The Inst question we have 
answered, and the second we can talk 
about. II the standard ol hying has increased 
a millionfold. what this really means a that 
the cost of goods has decreased a milhon- 
loW if per capita income increases from 
Si.OOO to Si wtion. an individual can com- 
mand a mrifcon times as much energy or re- 
sources Effectively, we are holding the dol- 
lar cost of goods constant while increasing 
the number of dollars available to inonnduats. 

Tho bemg so. 1 1 is obvious that common 
resources and products are not going to be 
worth trading over interstellar distances 
Spending 25.000 MW-yearS to import a kilo- 
gram ol lead makes no sense What rt»ghi be 
worth importing' 

First, perhaps there are extremely valu- 
able resources which cannot easily be pro- 
duced in our solar system: monopofes or su- 
perheavy metals, perhaps Of such things ex- 
istatatll Itishardtoconceiveolsuchathing 
as a monopo*e mint, but perhaps they might 
exist H. however, there are monopoles on 
Alpha Centaun because the Centaunens can 
manufacture them, it >s likely that it will be 
more efficient to purchase the techniques 
from them rather than to import monopoles 

Which brings up the point that manu- 
factured goods of any kind are probably not 
worth traokng. because given the high costs 
of transportation, selling ihe manufacturing 
technology makes more sense than trading 
>n the goods themselves. What does this 

«3V*!> 

This leaves goods the value of which is 
not transmiltable. which cannot be describ- 
ed and reconstructed, but have somehow in- 
trinsic value. A Rembrandt can certainly be 
described and the Centaurians could certain- 
ty print Copies of Rembrandt paintings from 
information we sent them, but those copies 
would not be the originate. Lithographs sell 
for prices about 5 orders ol magnitude less 
than originals at the moment. Originals have 
intrinsic value: any copy, no matter how 
perfect, is but a copy 



So one possible category of trade goods 
is luxury items, not only oo/ers tfen. but 
such things as exotic wines and liqueurs and 
the like II refuse to beheve that any repro- 
duction technology, no matter how sophisti- 
cated, can reproduce Ihe bououet of wine to 
thecompletesatisfactionof aoenophile. The 
future may see the trillion doaarwine.l 

The last category of goods it might 
make sense to trade is genetic information, 
or something smxiar. Given sophisticated ge- 
netic manipulation techniques, getting the 
raw material - the genetic codes — of alien 
species might prove extremely beneficial, 
especially if the species fs very alien in biol- 
ogy. By manipulating such beesties. we 

i: .: I-. I--H [::ml.: r.t !>i' .:r>"1-.: Id I hi' 

netic material available on earth On the 
Other hand, the genetic code is a code, and 
one day we may be able to read the precise 
order of amino acids on a strand of DNA. and 
thus be able to precisety describe a gene to 
an interested party There a. naturaay. a hell 
of a loi of information encoded m even the 
Simplest bacterium, and transmuting this 
much information might be difficult. On the 
other hand, radio data transmission rates 
nave increased by several orders of magni- 
tude over the last lew decades, and it may be 
that we will be able to transmit instructions 
for building genes in the future, thus ob- 
viating the need for trade in genes. 

In summary then, though human civili- 
zation is Uely to be engaged in interstellar 
trade, there probably will not be much worth 
tradmg. since any society capable of doing 
so on a motor scale can probably produce 
almost anything it needs at home Trade in 
esoteric and extremely rare resources like 
superheavy metals might be possible, 
genetic material is another possibility. The 
most likely trade good would seem to be the 
•ela:i.?.'r .c sus :radem luxu'i;* 

Trade via Radio 

There are immense gains to be made 
from trade with other stars through ex- 



change of information A soace-gomg 
civilization is almost certain to have 
developed technologies which we have not. 
and vice versa Exchange of scientific infor- 
mation would also be worthwhile, and surely 
both our cultures would be enriched by ex- 
change of the artistic masterpieces of our 
two homages Such trade would not require 
physical transportation of objects, however: 
a more likely possibility is telecommunica- 
tion. Getting into ra<*o contact with another 
civilization would be extremely profitable to 
both of us, and the cost to operate a large 
radio transmitter would be immensely less 
than the cost of operating an interstellar 

takes, say. ten years to send a message and 
get a response, making a deal would be an 
effort requiring a lifetime. If making a pro- 
fitable exchange necessarily requires first 
coming to an agreement on tho terms ol that 
exchange, mlormation w.11 be exchanged at 
a very slow rate Instead, it seems likely lhai 
both of us wJl transmit whatever information 
we ihmk the other might fmd useful c in- 
teresting, transmitting other information as 
requested In essence, as Astmov suggests 
in one of his stw.es. we will both be talking at 
once. Whether this kmd of exchange can 
even be termed "trade" m the classical sense 
is debatable since there is no agreed ex- 
change of items of value: but it is certainty a 
voluntary arrangement benefiting both par- 
ties li is also evidently the most cost- 
effective and amplest way to deal with alien 

'nifi.-, 

Calculating the Co«1 
of Interstellar Trade 

The cost C of a round trip is equal to an 
opportunity multiple (OP„i times the invest- 
ment required to make the trip. The opportu- 
nity multiple arises from the fact that invest- 
ment could be made at homo instead, and is 
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where 7"is the time required lor one log ol the 
(outnev (out or becki and 1% a the rate of re- 
turn possible If the money were invested at 
home instead of on the interstellar voyage. 
Ignoring the cost of building and main- 

I-;-. ■'inriliiVt-f 1 .. '. •hi: ir'vi"'rni'n- n; 

quired to send a subbght trading mission us- 
ing the Boa'dman anti matter dnve is calcu- 
lated from: 

where / is the investment. fl_ is the number 
ol kilograms of anti matter required p* kilo- 
gram of paytoad. the factor "V entering be- 
cause anti-matter must be purchased at the 
destination before the return trip (doubting 
the costl. and 570*MWy/kg the amount of 
energy I in megawatts-yea's. MWy) required 
to produce a kilogram of anti-matter. For a 
one-way trip, the value of >? m is: 

"■■<m-» 

assuming the ship is capable of refueling at 
.is dest.nat.on. wheie c Is lightspeed (3 « lO 
km/sec) and u is (he maximum velocity of 



C= II * 1%/"* ffi£ - D " 1 • P- SWMWV/tg 

T. however, is a function of u, the maxi- 
mum velocity If we plug an equation for T in- 
o the equation for Cane assume values for u 



pecialtv if it involves) somehow transcending 
Einsiemian mechanics. Consequently, inter- 
stellar (radetfarwaysweiy to be homed. The 
fact thai travel can occur at trans-kghi 
speeds means that opportunity costs are 
much reduced, of course; the cost of build- 



ing and operatmg a FTL-d"v«Ship, however, 
cannoi even be guessed ai. In the accom- 
panying module, we investigate (he costs of 
travel using the Traveller system, and how 
that system reflects lor lens to reflect) 
reality. □□ 



and 1%, we can calculate the cost per Mo- 
gram of trade poods risdetermined'rom: 
T-£*2[S?*n~J*l » *lo-£>] 

where rf rs the btttance to be travelled and g 
.s the rewof acceleration. 

One of the interesting things about the 
equation for C is that the opportunity multi- 
ple deceases as u increases I because the 
journey takes less time) while the investment 
increases as u increases (because more anti- 
matter a requ«ed>. This .motes that thereis. 
lor a given set of conditions, some maximum 
velocity u at wr-ch minimum cost is achieved 

Table 1 shows minimum costs for a 
number of journeys ol different lengths As- 
sumptions used m deriving the table are: 
Boardman anti-maner drive with refueling at 
destination; acceleration =9.8m/seo'; rate 
of return on investments at home "3% (ap- 
proximately equal to the historical average 
rate ol growth of the US economy); and 5 
Cents In 1981 US dollar* per kilowatt-hour 
($438,000 per megawatt -year). 

Trade) Fastof than 
the Speed of Light 

In this article. I have talked about the 

y.n-.-. ruliM", i.-.l Mir, :|h! U >..rnr- .'"T)'h 

Trade m FTL vessels may be a more interes(- 
mg topic, despite the fact that FTl will prob- 
ably never exist. 

The problem is that any FTL drive wii. 
necessarily depend on physical principles of 
wt-ch we have not the sbghiest glimmer ai 
the present time. Consequently, we can not 
make any assumptions and have no real way 
of speculating about the costs ol such trade 
or the forms which it will entail The basic 
principles, however, remain ihe same. The 
lower the cost of transportation ol goods, 
the more trade will go on. One expects that 
any mechanism for traversing distances 
measured in light-years is going to bo very 
expensive, even il it involves lor perhaps es- 



TRAVELLER 

The Free Trader, the standard Travel 
ler small trading vessel, costs 37.06 Mcr 
(Megacredltsl. It is capable of a one-par- 
see (3.26 light-year) jump every three 
weeks with normal maintenance; the pur- 
chase cost amortized over a per»od of ten 
years means an effective cost of 71 .000 Cr 
per journey. Other costsaro: 
Amcrtiied niip eon 71.000Cr 
Fuel 20 tons at WOCr'ton lO.OOOCr 
Maintenance. ,t% vilp coal 37.0O0Cr 
per jump 

Total Cftw uttnM tor 19.0O0C- 

Total eon oe. Wrop 137.000Cr 
The cargo capacity of a Free Trader Is 
82 tons, so the cost of transporting 1 kg a 
distance ot one persec Is about 1-2/3 cre- 
dits. For comparison, a shotgun costs 160 
Cr This implies that, relative to other 
costs prevailing in the Imperium. the cost 
of interstellar transportation <s relatively 
low. and a high level of interstellar trade a 



However, there is a major flaw in the 
Traveller ship system which Marc Wilier 
apparently does not realize and the im- 
plications of which are not reflected in 
other aspects of the game. The smallest 
power plant which can be mounted on a 
spaceship is an Arating plant. An A-pttnt 
consumes 20 fons of hydrogen in the 
course of a standard one-week interstellar 
jump. Now. warships do not in Traveller 
cany liquid oxygen, so it is dear that the 
hydrogen is not being burned to create 
energy. Instead, the power plant must be 
operating as a fusion device. Further, Mil- 
ler does not permit ships to separate out 
the deuterium (heavy hydrogen, the easi- 
est atom to fuse) and use only that to gen 
erate power. If he did, Ships could carry 
vastly less fuel and would thus have much 
more space available for cargo. So the 
energy must bo created by proton-proton 
fusion of raw hydrogen, tons of which are 
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sun's energy. (Actually, considering the 
energetics of proton proton reactions. 
Imperial technology must be extremely 
advanced, since even at temperatures of 
millions of degrees, proton-proton fusion 
occurs very rarely The Imperium must 
have some mechanisms for catalyzing 
such reactions, something beyond the 
Slightest glimmer of our comprehension 
at the moment. I 

In proton-proton fusion, through a 
series of three reactions, four protons 
luse to produce a single helium atom plus 
about 26Mev (million elect ron- volts), plus 
some stray gamma rays, neutrinos, and 
positrons. W weighs 1.008 g'mole, so 1 



kilogram contains about 992 moles of hy- 
drogen, or 5.97 -tO* atoms. Fusing 
these atoms produces 3.73 - 10" Mev. 
There are 1.80x10 ■ j/ev, so this is 
equivalent to 5.97 ■ 10" Joules or about 
19 WW years. So there arc about 19 MW- 
years of energy per kilogram of hydrogen. 

The smallest power plant which may 
be Installed on a ship in Traveller is a 
standard "A" power plant. The Apart 
can consume 20 tons of hydrogen over a 
period of a wee*, convert it into energy, 
and feed it to an "A" FTL drive. (This is 
how much energy is needed by the smal- 
ost FTL drive to make a jump of 1 persec rl 
installed in a 200 ton ship.) If we assume 
Mine, is using metric tons II ton > 1.000 
kg>. an A power plant then can deliver 
390.000 MW-years of energy over a peri- 
od of one week. Over a year, it could de- 
liver 19,800.000 MW years. Thus, a single 
A power plant produces about 86 times as 
much energy In a year as ad of the elec- 
trical generating plants in the United 
States. A single jump in Traveller uses 
about 160% of the energy the U S produc- 
es in a single year. 

A "Jump 1" in Traveller correspond* 
to a travel distance of one parsec, about 
3V> light-years. Let us be generous and 
say a ship can travel 5 light-years at Jump 
1, consuming 380,000 MW-years in the 
process. A Free Trader carries 82 tons of 
cargo, so the cost in energy to transport a 
kilogram is 380.000 divided by 82,000 or 
roughly 4.6 MW-years. This is about 

5.000 times as good as the Boardman 
anti-matter drive, so that there is no 
doubt that interstellar trade in the D» 
vdftwuniverse isa good deal cheaper than 
in an Einstein tan one. 

It still takes 6.7 million KW-hours of 
energy to transport a kilogram, however. 
That is a lot of energy. Mow it is true that 
energy is very cheap (in terms ol Imperial 
credits) in Traveller - it has to be given 
the cost of owning and operating an "A" 
power plant - but the cheapness of 
energy means that other manufactured 
goods must also be very cheap. So there 
still will be few goods worth trading in 
Traveller. What goods will be worth 
trading is debatable, since it is very dif- 
ficult to estimate costs of production. 
However, certainly trade in bulk goods 
tte metal ores, pig iron, or grains can be 
ruled out. The Traveller trading system 
does make it possible to make a profit 
trading such goods, but that is a peculiar- 
ity of the system. . think we can say with 
some assurance that in Traveller the 
primary items of trade w* be 1 .) luxuries, 

2.1 extremely rare resources such as su- 
perheavy metals and - poa&fcly - radio- 
actives, and 3.) high-tech goods to be 
sold on planets where they cannot easily 
be produced locally. ■■ 
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Designer's 
Notes 

DrugonQuest 

In a recent staff meeting we discussed 
the future of DragonOuost products We are 
well aware that the 00 playing public is 
(3a coring for more matenal. and we ere try- 
ing to work new products into our crowded 
schedule lor tne upcoming year. Alter much 
Cfccussion we did decide several things: 

1 Steve Jackson l f Steve Jackson 
Games) has finished the DO World Genera- 
tion project which win be published next 
summer for one of the conventions li will 
most likery appear as a softbound book ap- 
proximately 128 pages log 

2 Sometime next year DragonQuesr 
Adventure *4 wilt see the light of day Tenta- 
tively, lam scheduled to design it. 

3 We plan to contract an individual lor 
group of individuals! to design a complete ci- 
ty supplement /adventure to be published 
during the summer convention season 

4. A combined Advanced Skills/Mon- 
sters supplement is planned for the HIA 
show m early 1983. which I will design with 
the assistance of playtesting groups around 
the country. Also, at the show will appear 
DO Adventure *5, and there may be a sur- 
prise with this one. So stay tunedl 

6 Planned, but not scheduled, is a DO 
army combat game, allowing characters to 
lead armies into battle and provide systems 
lor the resolution ol those combats. This 
game may or may not appear in A res. 

6 The future of the Alusia map series is 
uncertain Sales so far have not justified the 
continuance ol the project, but we feel a debt 
to those who await the rest ol the maps One 
possible solution is to use .4/8$, instead of the 
normal issue game, we would pubksn an Ah> 
sia map along with an adventure game using a 
simplif*d version ol the DO role-playing 
system that wuuld bo played on the mop 

7. Starting with issue nr 13 of /flies, we 
win publish a capsule role-playing adventure 
in each issue, and the entire rote-playing sec- 
tion of the magazine wta be expanded to in- 
clude mote supplemental rules material and 
playing aids. This section will cover both DO 
and Universe and will be a son of "magazine 
within a magazine " We are currently solicit- 
ing adventures; if you are interested, please 
send me a guery letter linclude a sell ad- 
dressed, stamped envelope), but do "Of send 
an unsolicited manuscript (they will be re- 
turned immediately, unread). 

We are anxious to hear your comments 
on the above suggestions and your ideas lor 
new products. Also", we would k*e to hear 
from groups interested in playtesting new 
adventures and supplements We are further 
interested m sponsoring readers who would 
be willing to GM DO adventures at conven- 
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port: please contact me directly if you are in- 
terested m such an endeavor. 

The DtagonOuest Second Coition book 
has iust arrived from the printer and it is gor- 



geous. It should be available now at your re- 
tailer, and I expect you'll agree with ma that it 
is the best looking role-playing rules book on 
the market, bar none. Meanwhile, back to 
my laboratory to work on Arcane Wisoom- 
GerryKtug. 

The Damocles Mission 

No sooner had I written the last pro- 
gress report concerning how a paragraph 
system wasn t going to work when I figured 
out how to make it work. Oh well, so much 
'or decisions made in haste. At any rate, the 
game plays like this; A huge sphere Mm in 
diameter oi so) has entered ou> stfar system 
and parked itself in a geosynchronous orbit 
right over North America. We send the shut- 
tle up to investigate this new satellite The 
shuttle carries a team of astronauts and scl 
entists. each with his own skills specialties 
The team investigates the "artifact" and tres 
to figure out what it <s and why it came. 

The answer to that riddle rs not in the 
paragraphs, but inherent in the logic of the 
information gained during the investigation 
"Winning" o* "losing" is not dependent on 
whether or not you figure out this nddle. but 
on how well you do in your investigations 
(getting the ship to activate without hurting 
yourself I How much time you have to com 
pleto the investigation is based on how wen 
you did the last time you played the game - 
it gets harder to win the better you perform- 
ed m past playmgs. 

In this solitaire game, each and every 
playthrough will bo entirely different Irom 
the last, and there is an infinite number ol 
possible "games" due to the oioMeration ot 

random factors: the number and composi- 
tion of themvesiigaiing team (chosen by the 
played, the equipment brought along (cho- 
sen by the player), the amour-: </ "me avail- 
able (a lunction ol the above two t*ctois>. 
the wdcr m which the tiles ol the "artifact" 
are i"veMigated (roi>uom each game), the 
method ,,t investigation the player chooses 
with each tilt-, theorder in which I he sections 
ol the "artif*.:" :urn up. etc. for those of 
you wtio figure cs." 'Se unstated purpose of 
this new neighbor >■• Ihc sky. we may have 
something special plaiu«0 <i can be figured 
out, byiheway). Gerry Klug 



Conan 

If you've heard that SPI rs doing a game 
on Conan the Barbarian, you probably heard 
about H before the designer, the designer is 
always the last to know As n is. the game 
has come through two designs and has Im* ■ 
ly settled down to the final product design 
that you. the audience, will see 

Conan is lor 2 to 4 players with each ol 
the contestants representing one ol the ma 
jor factions of Myborea <Conan's fantasy 
world) Each faction has agents at their dis- 
posal with which theyattempt to thwart their 
enemies' plans while enlisting the aid of our 
fearless hero. Conan There are five types of 
agents: Wizards. Warriors, Courtesans. As- 
sassins, and Thieves Each type of agent has 
difterent capabilities and different strategies 
lor enlisting the aid of ou' hero. 

The object of the game «s to gain Conan 
o«per«rvce points - rrva more experience 
points the belter Tr,o number of points a 



player amasses during the course ol the 
game determines the success of Conan's ca- 
reer (while under a player's controll as well 
as how successfully the player has perform- 
ed. For example, if a player can amass 50 ex- 
perience points. Conan reaches the level of 
Captain of the imperial Guard. wtiercss '25 
experience points is a k«>gsl»p for our intre- 
pid hero. 

Players can amass experience points on- 
ly when they are in control of Conan. maneu- 
ver him to the proper place and send him on 
an adventure Adventures are taken Irom the 
Robert E. Howard stories One such adven 
ture. for example, a called "The Queen of 
the Black Coast." In tNs particular adven 
ture. Conan first escapes the police by leap 
ing into a handy trading vessel just leaving 
port: the ship is attacked by pirates and Con 
en, alone and surrounded, wreaks Woody 
havoc Iwhat else?) At the last possible mo- 
ment, the beautiful captain of the pirates. 
Belit, falls m love with Conan. They merrily 



(Courtesan), befriending him (Warrior) or 
hypnotizing him iWizard). In addition, if Co- 
nan can be defeated in combat, he can be 
controlled (this one is really lough to pull 
off). Thieves can also steal horses and mag-: 
items, while Assassins can kl enemy agents 
To make things even mo-r- interesting. Wiz 
ards who capture enemy Courtr-sans can 
sacrifice them to th" N.'.mcless One and in 
crease the- mag* levd. Well, back to the 
Hyborean drawing board... moie next time. 

Mark Herman 

First Contacts 

Some tin* ago we decided to make 
First Contacts the first supplement to Urn 
verse, SPl's science fiction role-playing 
game, ftrsi Contacts, naturally. w,a contain 
aliens: three complete alien mobs, to be pre- 
cise. I'm droning one and the other two are 
being des^ned by John BuiierhekJ. the de 
signer of Universe, and led Woods, a co de- 
veloper ol DregonOuest The entire project 
win be overseen by John. 

While John and Ted are still tied up with 
Other work. I've begun wo*k on my race and. 
in fact, have most of the first draft done The 
race a known as the sht'kl'p (pronounced 
"sht.>i.o"l. they speak not via vocal cords, 
instead having a membranous drum-like ar 
rangemont which sounds like timpani and 

ll-,.'-:-. 

The sht'kl'p are a race of shape-chang- 
ers. They do have bones and can rearrange 
the postions ol bones only to a limited de- 
gree, thus, lor example, they can only take 
on shapes with four limbs s>nce they have 
four limbs Additionally, mass IS. of course, 
conserved Though they are limited shape- 
changers fas. indeed, is almost all life on 
their home planet I. their primary survival trait 
rs intelligence On the home planet then? are 



TEXAS Xtl — a big, gassy, inhospitable planet of low g's and high Thermits content. Thermite mining theie is risky busi- 
ness at best. At worst, it is an absolutely suicidal operation, sponsored by the unscrupulous Eon Fiashcorp, and attract- 
ing only (he most desperate of laborers, mho have nowhere else logo... 




The deal was to go down on scenic New Bogart, 
Texas Xll's seedy, circling spaceport, where Mother 
Universe throws up het reavers, lowlites, outlaws, 
halfwits, halfcostes. uncastes. and unclean. New 
Bogart — a vast, open sewer of gutter smells and 
human trash. New Bogart — a mad. erector-set 
place of rust-gilt pleasure bars and overcrowded 



barracks, where laborers await the next replace- 
ment shuttle to the mines on Texas XII. . . 



New Bogart — my kind of place. ..A place where 
fast, tariff-free money could be made, with no ques- 
tions asked... 





The bar was "Hamilton's," near the 
Section C stardocks. With me was 
the First Male Alamo, tho Hopkins' 
head crewhot. 

We trundled our nul-g permacas- 
es to the bar I slipped the sullen bar- 
keep a Iran. 

"We're here to see Utli,"l said. 



The barkeep dabbed at 
some spilled Moloko- 
Uto, then, eyeing us sus- 
piciously, jerked a thumb 
ir hb shoutder. 



"Back room,'' he fi- 
nally told us. 



STORY AND ILLUSTRATIONS BY -.MOT" ' T- iMAN 





ROMERO: Terrorist, subversive, and thug - 
a leading conspirator and henchman m the 
shadowy Association for Interstellar Anarchy. 
I'd deal! Win hitn before. . . 




23 



Edited by John Boardman. Ph.D. 

Why I* ttM Sky Dark at Night? 

Anyone looking ai the night sky under 
reasonably good mewing conditions will be 
eesrfy persuaded ihai there are a great many 
siars. randomly distributed through the sky 
It is then quite reasonable to assume that the 
unrtfflrso « rilled with an effectively infinite 
number of Stars, only a lew of which are 
bright enough or clow enough thai we can 
see them 

The fust person to find something 
wrong with this set of assumptions was Jo- 
hann Kepler The problem he posed « still 
very much with us today, more than 350 
years later If the siarsare randomly distribut- 
ed through the sky, and very large in number, 
then if you draw a straight line away from the 
earth in any direction, it will eventually, if 
protennnrl l.ir enough, reach the Surface of a 
brxjhtly Shining Star Why. ihen. is the Sky 
Mack at night? 

Kepler used this argument to deny that 
the umwrsr- >s infinite Vet later in the 17th 
Century, tho problem surfaced again - this 
lime alter Newinn's discovery of the law of 
ijravitatinn The gravitational attraction of 
distent matter fans off as the square of the 
a-sianre But if the stars ere randomly dis- 
tributed, in.- amount nf matter in the uni- 
vcse would increase with the square of ihe 
distance Only by assuming a random, ho- 
mogenous dretribution of matter throughout 
the universe could thrs paradox be resolved 
the distant gravitational forces all cancel 
out. and only the local ones (chiefly from the 
e»rih> would affect us 

The problem 'Why is the sky dark at 
mght'~ was agam undertaken by Jean-Phi- 
kpneLovsdeChnsriiu.m 1744. and by Hem 
•<h Olbcrs m 1823. after whom H is usually 
caaed "Olbers' Paradox. " Both men assum- 
ed that light from the more distant stars was 
absorbed by intersteaar matter But when the 
laws of thermodynamics began to be under- 
stood, it was mailed that this interstellar 
matter would adsorb stellar radiation unH it 
too heated up to stellar temperatures and 
began to radiate. 

The resolution of this paradox can only 
occur if we abandon or modify the assume* 
Hons on which it a based. Kepler's solution, 
of a finite universe, is not supported by the 
observational evidence It may be more 
promising to abandon the assumption of 
random distribution of stars Stars are not 
randomly distributed, but are grouped to 
gethei m galaxies. Thegalaiues. m turn, are 
grouped into larger accumulations Our own 
galaxy, for instance, has two smaller galaxicra 
in orbil around il. So does the Andromeda 
galaxy, a little larger than ours and at a dis- 
tance nf about 2 million bghi years Our gal- 
axy and the Andromeda galaxy, with then sav 
efcies and a few other, much smaller, nearby 
galaves seem to form a system But Ihe sys- 
tems of galaxies stifi seem to be randomly 
disi' '■ ited 



One explanation lies *> the general 
theory o' relativity, proposed by Albert Ein- 
stein m 1916 One of tho consequences of 
this theory is the expansion ol ihe universe, a 
prediction soon supported by observational 
data. The further away a galaxy is. the faster 
it is receding from us. as a part o' this univer- 
sal expansion Some galaxies, therefore, may 
be so far from us that then velocity of reces- 
sion is faster than ihe velooty o' light. The 
light from these galaxies is the kght that is 
absent from the night sky. causing n to be 
dark 

So welt established is the expanding 
universe that most astronomers failed to 
look further Yei even without the untvrsal 
expansion, an explanation can be found tor 
the misnamed *Olbers" Paradox ." Stars have 
finite lifetimes, ranging from a few mrllmn 
years for Ihe largest and hottest ones, to 
many hundreds of billions lor the faint, cool 
red dwarfs If we look into great durances, 
we are also looking far back into ume We 
see the universe a tnHion light years away, as 
it existed a billion years ago. Further out in- 
wards the edges of the visible universe, we 
see regions m which stars have not ver evolv- 
ed from interstellar matter, and so we do noi 
see light from those regions 

This idea was first proposed, not by a 
professional astronomer, but bv an amateur 
scientist, science fiction writer and narcoiics 
addict named Edgar A**n Poe. in his 1848 
essay. Eureka. However, he ckd not himsell 
accept the idea, and reverted in Kepler's 
explanation 



Tho Return of the Unicom 

Recently (his column ated a lew o' the 
facts on which the legend of the unicorn ft 
based, but a real fcve yearling unicorn is new 
romping around Marine World in Redwood 
City. California A scientific explanation for 
his presence ought lo be forthcoming 

A scientific explanation is forthcoming, 
but it's the wrong one. The owners of the 
beast are Tim Zen. who now goes by the 
name "Otter G'Zell." and his wife Morning 
Glory. They have for many years been active 
hgures in tho present revival of ancient Pa- 
ganism, and belong to a growing group 
which worships the Mother Goddess of anti- 
quity and numerous other deities. ("Mono- 
theism is religious imperialism," one N to- 
Pagan wriier has stated.* The G'Zells claim 
that (he breeding of unicorns was practiced 
in ancient limes, bui that the knowledge was 
suppressed during the Dark Ages by the 
Roman Catholic Church It is unclear why 
such suppression should have taken place, 
since thanks (o shoddy translation from (he 
Hebrew the unicorn is mentioned m the Latin 
Bible. A living symbol and representation of 
Chnsi would be useful to have around, since 
medieval pictures and tapestries depict the 
unicorn in this role. 

The G'Zells cl»m that their uncorn. 
which they have named Lancelot, is a result 
ol a breeding program whose details they 
refuse to make pubfce. Or Perry Cupps. a 
professor of animal science at (he University 



of California, claims that Lancelot is a freak 
of nature Both claims ignore the fact that a 
bone symphisis exists down the middle of 
the forehead, and that horn buds could not 
develop in such a place - a fact pointed out 
a couple of centuries ago by the French na- 
turalist Baron Cuwer. 

Lancelot is obviously an ordinary 

transplanted sf an early age before they 
could take root in the skull These buds were 
grafted on to (he middle of b"s forehead, 
where they grow into a horn which is now 25 
centimeters long. Thrs practice has been 
known for at least 25 centuries, li is recorded 
that the ancient Athenian leader Pericles was 
once presented with a bull (ha( had had (his 
treatment. Such an animal was symbokc of 
leadership 

The surgery performed on Lancetol can- 
not alter his genetic make-up. If someone 
should firing a nanny goat to Marine World 
and get a genetic contribution from this 
"unicorn." the offspring would be pure bred 
two-horned goals 

Besides, the G'Zells have used the 
wrong breed. The Urwcorn Tapestries m the 
Metropolitan Museum ol Art's collection 
show qurto clearly that the modet was not an 
Angora goat, but a Toggenberg 

v.. -»-.- rhmlo-ot 



e the siage of 
ogram has (o bo 



What Do You Say to a Compute*? 

The biggest single (ask m dealing with a 
computer is to pul your instructions for it in- 
to a form which Ihe electronics can handle 
The prole 1 1 ion of programmer has arisen to 
meet thrs need, and numerous "languages" 
exist by which the questions asked by 
humans can be handled by the circuits. 

The ideal situation would be a computer 
that could take spoken instructions in 
English, do its own conversion into its own 
language, and deliver its response the same 

"debugging." by win 

examined for accuracy after it has been ex- 
pressed in the computer's language and 
before n is run. Such a computer is now 
under development by David James and 
Scott Bambury of OJ-AI Systems. If (heir 
protect reaches success, we will have a real- 
lite version of Ihe numerous talkative com- 
puters that have appeared m any number o* 
soence fiction stories and films. 

II "debugging" is efcmnated by this pro- 
cess, a similar operation will still be 
necessary m dealmg with computers that can 
take oral instruction. The ao*(y to express 
one's thoughts Clearly and unambiguously a 
not really widespread. An even older variety 
of literature than (he talking computer story 
can give us an idea ol what to expect 
Numerous folktales have the theme of a 
human being talking with, and giving orders 
to. intelligent non- human beings: demons, 
dwarfs, gams, and so forth. As the ancient 
tale of the sorcerer's apprentice lells us. 
anyone who gives such insuuetions to such 
a being m tcms that admit ambiguity or 
misunderstanding is likely to get results very 
far from his intentions. 
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Facts for 

Fantasy 

Edited by Susan Shwartz, Ph.O. 

Class. Com, and Oil 

In Athens ol the 6th Century BO mem- 
bersrup in the venous sooal classes was 
based on the number of bushels ol corn or 
measures ol olive tolive oil. that isl that e 
man's estates could produce Richest ol ail 
Athenians were the men who cookl produce 
from their land live hundred bushels a year. 
These people were called peniakosio- 
medimnoi. a name which relates directly to 
their Iwo-hundred bushel income end was 
used lor no other purpose Other classes 
were defined by other bushel -measures: 
men who had Three hundred bushels, two 
hundred, and less than two hundred. These 
men were ceiled, respectively, ivppois. zeo- 
ffiiat, and iheies Uni*o the wealthiest men. 
the names for men of these classes ere prob- 
ably mitrtary In origin. The tappets (from hip- 
pos - horse) were the cavalry and probably 
analogous to the Roman equestrian class, 
who ranked below the patricians but still had 
considerable status The /cugiioi were hop 
lites. or heavily armed infantry, while the 

"laborers," were essentially non-combat- 
ants Scholars also interpret these three 
terms agriculturally. Hippets who would thus 
become the men who own horses, zeugitai 
the men who own a yoke ol oxen (indepen- 
dent farmers), and them, the laborers they 
would hire. 

These classes were, essentially, con- 
solidated by the law-giver Solon. Under his 
reorganization ol Athenian law. the wealth- 
«st men lost their monopoly on political of- 
fice as the zeugiiai (among whom, in the 
next century. Socrates woukJ be numbered) 
gained the right to minor office. The iheies 
still coukj not hold office, but they were en- 
franchised. Their voice in the assembly was 
meaningful because of Solon's judicial re- 
forms which aaowed men to appeal judg- 
ments in the magistrates' courts to the 
assembly itse". Ultimately, however, in the 
fifth and fourth centuries, the iheies gamed 
control of the assembly, possibly — accord- 
ing to Aristotle - because of the rise to pro- 
minence of the Athenian Navy, in which 
rt e ws wer e the principal rowers, 
nit >>ra*m * Andreas. 
H.w TofhbooH. WS3 



The Thyrs 

In the rumc futhark, the sound "th" was 
represented by one rune. Tins rune had two 
names: "thorn" and "thyrs " It is thought by 
scholars that "thorn," as in bramble- bush 
and jaggers, was a later name and a euphem- 
ism: theearlier name "thyrs" was considered 
too fearful to use. A "thyrs" was thought to 
be a kind ol monster. 8eowull. when speak- 
ing of Grendel. the creature who has depop- 
ulated Hoorot lor so many years, calls him a 
"thyrs." The word survived a long time m 



English country dialects in the form 
"thurse." wh*h means goblin and -n the 
word "thurse-hole ~ which is a hollow in a 
rock or hi" where one might logically expect 
a thurso to kve, in the way thai Scandinavian 
trcl's Irve under b-.dges. In Cumberland and 
Oxfordshire are pieces like Thirlspott 
("thurse's pit") and Tusmore r'thurse's 
me'e"! which testifed to ocal be efs lhat 
monsters resided here. 

I </. v. J^o-S^.w. Ir^H. R.I. Pag*. 
■ T BaMord. WO 

To r n 9 a k s and Angiikoks 

For Eskimos all things are ruled by a 
multitude ol invisible forces or beings, called 
forma. Air, sea. earth, stones - all have their 
Inoua. Some of these forces became guardi- 
ans and helpers of men, and then the Innua 
becomes something afce a Torngak This 
name derives from the spirit whom the Eski- 
mos called the Good Being, whose name is 
Torngasoa* Some people say he looks like a 
beer, some Hke a man with one arm, white 
still others say he rs as small as a finger. Onry 
the god Crepitus may slay him While Torn- 
gasoafc may be slain and did not create all 
things, he issnll considered the great spirit ol 
Eskimo mythology. 

The Tomgaks then are personalized 
mam festal ions of spirit who ally to a given 
man or men. Most powerful among such 
Torngaks are the spirits of stones and beers 
if a bear-spint becomes a man's Torngak. 
strange things fiappen. He may Be eaten by a 
bear and then restored to life. This consump- 
tion by ho personal totem-figure and his 
subsequent revival resembles the shaman* 
passage through the realm of the dead Peo- 
ple who make (his transition are called Anga- 
koks. or sorcerers. Angakoks can alter the 
weather, cure people, discover crimes, and 
prophesy Because of their powers, they are 
a kind of judicial system. They are friends to 
Tomgaks and under the protection of 
Totngasoak 

(«*«e tocy****** ol ****** 



Runes and Chriatiamty 

In pagan times, the runic alphabet was 
used onry for inscriptions on stone, wood or 
metal. These inscriptions frequently indicat- 
ed ownership, or gave the name of the man 
who had cut them for grave inscriptions and 
for magic. The earnest runic alphabet leaded 
futhark from its first six sounds: f. u. th. a, t. 
k) consistod ol twenty-four characters But 
each of these sound-characters had a 
specific name and meaning jusi as Semitic 
letters and hieroglyphics had meaning m and 
of themselves For this reason, individual 
runes or the entire futhark were sometimes 
engraved on things as a way ol providing 
them magically with the mane or power of 
the letters themselves. 

Unlike the Germanic language itself, the 
runes are not Indo-European in origin, but 
came into use long after the tribes moved 
west into Europe. Nor may they be derived 
from some common base with the Old Insh 
Ogham, s hard-to-read cursive script which 
was also held to be magical. Possibly runes 
first came into use around 200 AO. 

There were several varieties of runic al- 



phabets, depending on the century and (he 
country. The runes of 4th Century Gotland, 
in Sweden, were different, lor example, 
from the runes of 8th Century England, to 
which lour extra characters had boon added 
to represent sounds found in Old English but 
not in very early Norse. 

Runes were usually divided into three 
blocks ol eight characters each. The Norse 
word usod lor this division was ae(f. which 
can either mean family or "eight." Because 
of (heir names, each aert may be said to in- 
clude things of a specific character. The fust 
aeti includes runes named for things like prop- 
erty, oxen, a god. a demon, riding, torches, 
gifts, and joy. The second series >s concern- 
ed with distress end the seasons: ice, hail, 
sun and so forth The third series, which in- 
cludes the rune that stands for Trwai ( - Tyr. 
for whom Tuedey is named), the one rep- 
resenting the god Ing, and runes for man. 
lake, horse, and others, may have religious 
Overtones. The runes' names and arrange- 
ments into The aeu are probably significant 
for purposes of conjury. 

This may be seen in the Norse Poetic 
f ooa in which the three Norns are described 
as sitting under the World Ash and cutting 
staves These staves would have runic char- 
acters on them. 

The runes, however, were transformed 
in the last quarter of the 4th Century AD. The 
missionary Wulfilas. attempting to translate 
the Bible into Gothic, found it necessary to 
create an alphabet to represent Gothic 
sounds. So he used both the Greek alphabet 
and several of the runic characters. What 
Wulfi'as ceeted then was a literary alphabet 
that was used strictly for communicating and 
not. as were pagan runes, for magic. 

BW Oarma/K Amp* TW Origin fiptrmon. 
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Oceanic Creation 

From Nauru in the Gilbert islands comes 
an intriguing creation story. In the beginning 
was only the sea Above it soared the Old 
Spider, who found a giant clam, took it up 
and rapped on it; linding it hollow and empty- 
sounding, she opened it wiih a charm and 
slipped inside, it was so small she could not 
stand, nor could she see because the dam 

ist. She hunted about until, at last, she found 

her arm. The She Ireed it and found another, 
larger snail. Ai the end of the ihreedays she 
asked it to open the clamshell wider so they 
could both sit down When the snail com- 
c*ed, Old-Spider placed it in the west ol the 
she! and made it the moon. By its light she 
saw a big worm The worm too opened the 
she! wider. From it came a salted sweat 
which became (he sea Then the clamshei's 
upper hail rose and became ihe sky. The 
worm, named Rigi, exhausted by his effort 
to lift it, died Then Old-Spider took (heo(her 
snan. made it into the sun. and placed it by 
the lower damshei. which became the earth. 
And ihus the world was made 

A 
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Bright -eyed, eleven year old Kevin re- 
tires for the ntght to he bedroom lull ol toys, 
leaving his fairly cold and indifferent parents 
downstairs Ho makes Ns way to the bed 
through a jumble of scale-model soldiers, 
rnaowval wan-wrs. spaceships, cowboys, 
and Lego blocks. Barely has he dozed o» 
when through rus wardfobe door bursts a 
full-size, armored knight on horseback. Join- 
ing forces, the pan leap (onward through the 
next wall, which has transformed itself into 
an open meadow, and then disappear. A mo- 
ment later. :tie wall and closet are testo'CO. 



and Kevin is faced with the problem of wheth- 
er or not he is dreaming. He is not 

Shortly thereafter, six demented 
dwarves emerge from the now undamaged 
wardrobe; they accost Kevin, demanding to 
knowwhere the "hole" is Kevins caught up 
in a mad chose through the annals ol history 
as The Supreme Being pursues the dwarves, 
demanding back what is His. 

It seems the dwarves had lifted The 
Supreme Being's map of the Time Holes in 
the fabric o' the universe (they remain unre- 
paired when He took a little time off at the 
end ol the First Week, and somehow He 
overlooked them) Thus. Kevin gets to fulfill 
the dream of milions of the world's children 
-s' vavi ng i"'oui;' v~ib to mw. Robin 
Hood. Napoleon, and a half dozen other 
characters of legend. 

There is obviously a strong hint of com- 
edy m the ptot of Time Bandits. With so 
many Monty Python atumn present, one 
might expect the typical Pythonesque hu- 
mor, but such is not the case Although the 
fim is funny in many spots, it is, overall, a 
serious fantasy - a modern fairy tale on (dm 
aimed at the aduit children ol the television 
era. K has no moral hammerings, but there is 
a moral 

Time Bandits is a complex Mm. lis basic 
plot >s one of good confronting evil, with the 
lorces of good, ol course, victorious in the 
end. It Is, however, an unusual kmd ol vic- 
tory: The Supreme Being defeats Evil with 
ease. There is no res* contest, but there is a 



casual disregard lor those brave souls who 
the at His hands. 

Young Kevin is shown the world as it 
truly is: There is no lustico, no logc to the 
universe - there is only random Chance. A 
person cannot face the world passrvely; he or 
she needs intelligence, daring, nerve, and. 
most importantly, spirit 

Time Bandits, as you may have gather- 
ed, is not the most normal of films. Actuaty. 
it is difficult to pin down |ust what kind of 
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riny. it is not a 
iiugh to be a 



comedy, nor is n sent 
drama. Even though people die ai 
ing is a confused arid, in some ways, sad 
one. it is not a tragedy. "I'm not really sure 
what kind ol film it is." confessed producer/ 
director Terry Gilliam "I just want it to enter- 
tain and amaze everyone I'd like them to 
come out asking, 'is it reel - isn't it real - or 
doesn't it matter?"" 

Gilliam has achieved his goal, although 
he may have done too good a job. People go- 
ing to see Time Bandits with the preconcep- 
tion thai it is a Monty Python movie may 
come out confused or disappointed (Asmv- 
lar confusion happened with Gilliam's first 
film. Jabbenvocky. which hurt it at the box 
office > Despite the humorous moments, the 
film must be treated as a serious study of fan- 
tasy Much of the story is somber, often 
touching, and demands to be taken seriousfy 

This <S not to say that Tlmo Bandits is 
free of problems The script was created over 
one weekend, concentrated m only seven 




One hundred and one catastrophic traps, 
sinist er snar es, engines of evil, and deadly devices . . . 




CrlmtOOttl's TRAPS have been presented with, 
of any kind; the nature, cause, and effect of each trap has been 
thoroughly described so that any CM may introduce these devices of 
delver destruction into his or her games with ease. For example: 
Between A Rock and A Hard Ptaw „ - do* on 9* « 1—8* 

•'■ • ,...:..:.>.. . . .-. othryvMlloirthr. 

we*l A tundod p< 11 the Hoar ■ aar>*ied by -*hatei*> method you dioote. when ■ dwiaciei 
bib to the bottom ol the pc he vd tnJ thu he » In loo deep to dmb out m ha own 

When the trap do" Am dc*»n the ude of the pr_ a. htt a batten on the -va» * hah 

CaUM • Mai of add lo diaOer. The ado raplJy a twe th* ruro ipthfuufh (he dungeon 

-11 - - 1- ' 1 1 4.. 1 ■.<%-.. .. i .1. -. r I.- .- > . kngaiwdgH remain on die floor of 

Oie M die p*stc 1. --■ v -J more dial die bkx.t of iok<( reuuiio n pUte. I dl the 

v.e#H removed, then the cethg f-ononued r» pap- IB <i Cmnoodii TRAPS* 

only $9.95 (less than a dime a death!) 

*«i.U6le M brrier &*n> and hobby ucm*. or order oWw from 
g Buffalo Inc. • P.O. BOX T«7 • Dept. AR-25 • SCOftSdale. AZ 85252 w™- axlude U k* Jiamr* K har.rt.wP 
ft* & European a«omen pleate order from Chm lUney fB P.O. Bo« >0U. Bath <4~. Wafcall W Mtdbndv UK) 
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Books 



Shadowa ol Sanctuary. Robert Lynn 

Asprin (ed.l. Ace Books. $2.50 

Th« EIvm and the Otterskln. Ellrabeth 

Boyer. Del Rev Books. 32.50 

Ltllth: A Snake in the Great, Jack 

Chafter. Del Rev Books. $2.50 

Tomorrow's Heritage. Juenita Coulson. 

Del Rey Books. $2.75 

The Ring of Allaire. Susan Dextor. 

Del Rev Books. $2 50 

Lord Darcy Investigate*. Rardal Garrett. 

Ace Books. $2 50 

Long Shot for Rosin* rite. Alexis A. 

Gill and. Del Rev Books. $2.25 

The Janus Syndrome. Steven E. 

McDonald. Bantam Books, $2 50 

The Great Rock n Roll Swindle, Michae 

Moccock. Virgin Books. ' 50 Pounds 

Reef*. Kevin O'Donnea", Jr . 

Berkley Books. $2.25 

Specetlme Donuts. Rudy RuCker. 

Ace Books. $2 50 

Starship and Haiku. Somiow Suchariikul. 

Pocket Books. $2 50 

The Seven Altars of Dusarra. Del Rey 

Books. $2 50 

Lest Communion. Nicholas Yermakov. 
Signet Books. $2.25 

As an experiment ihis column. I w* oi- 
ler a modified format by presenting a number 
of considerably briefer reviews I would like 
to hear your comments as to whether you 
preler a few longer reviews or a number ol 
shorter reviews per issue 

Somtow Sucheritkul. this year's John 
Campbell award winner, has recently pub 
kshed his fust novel. Stars/Hp and Haiku it 
takes place in a wold decimated by biologi- 
cal and nuclear war. where neutral Japan is 
the only nation with any reasonable standard 
ol living remaining. The Japanese, however, 
are busy killing themselves oil in order to 
make a dignified and honorable e»t from a 
planet where human life will shelly cease to 
exist. Sucharitkul's depiction of Japanese 
ethics is skillful, but not entirely convincing. 
A rather depressing book enlightened by 
good writing. « is more serious in tone and 
intent than Sucharitkul's short stories 
Worth reading mostly because Suchariikul is 
likely to become a r 
time goes on 

Rudy Rucker. author of Space time Do- 
nuts. has a doctorate in mathematical log* 
The central concept in the novel deals wiih 
particles and their sizes He equates the mo- 
nad (the smallest indrvtsable partictei with the 
universe (the largest possible entity); in tact, 
there is only one particle I the universe! which 
a multiply-forded through n-space to pro- 
duce whai seems to be a very largo number 
of particles that combine to form matter and 
the universe itsetl l( is an interesting idea, 
but not worth basing an entire novel upon, it 
would seem The rest of the novel concerns 
itself with se«. drugs, and rock 'n* roll, com- 
bined with a oanicularty absurd (in a sense of 
silly raiher than stimulating) sense of pobKal 
dynamics. Not up to the caliber of Rucker's 
previous WhiteLlght. 
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Alexis Gilliland-s Long Shot for Rosin- 
ante is a sequel to his The Revolution from 
Posinante Rosrnante is a mundito (read 
"O'Neill colony") which, armd poM-cal un- 
rest in the state of Texas which has financed 
its construction, eventually declares inde- 
pendence. Gilliland*s strength is Ns ability to 
make sound convincing the conversation 
among humans and/or computers of same 
or different future cultures. For a novel 
whKh centers around political confkci, how- 
ever, long Shot seems sparse in Its attempt 
to investigate political problems. Long Shot 
is a readable book, but does little more than 
recapitulate most of the themes stated in 



Nicholas Yermekov. a relatively new 
writer, is the author of Journey through 
Flesh, which I praised some issues past. His 
new novel. Last Communion, is simply not 
as interesting as Journey. Both share a Simi- 
lar theme - in thai thev aitempi to explore 
ihe effects of drasuc alteration of human 
consciousness - the first novel dealing with 
tin essence) a drug, the current novel with 
the invasion of a human mind by an alien 
one. The major difference is that Journey's 
characters are more f u lly fleshed and its soci- 
ety more detailed and believable. Last Com- 
munion is not a bad novel, but a disappoint- 
ing one. Yermakov remains an author to keep 
an eve on. 

Steven McDonald's The Janus Syn 
drome auempis to conceal its paucity of 
ideas. thes*nessof itsprertvae. and the trite- 
ness of its philosophy with lots of fast action. 
The writing rs poor land the number of gram- 
matical errors I caught says nothing good 
about Bantam's proofreading staff) All in 
all, avoid 

Jack Chalker enjoys setting up an arbi- 
trary set ol rules and then seeing what sort of 
sooeiy would develop irom these rules Ho 
seems to have followed this concept in hts 
Watt Work] series and now does so again m 
his new series. The Four Lotos of the Dia- 
mond. The first in this series, iirVrrV A Snake 
in the Gross, is set on a world where material 
objects of any kind tend to get eaten by bac- 
terium unless someone with pseudo- psychic 
powers stabilizes the object. (The psychic 
powers are actually a function of the powers 
of the omnipresent bacteria, but .. well, read 
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centers on four men who nave been imbued 
with the same personality and have been 
sent to the lour worlds of the Diamond 
system with the oblective of overthrowing 
their respective lords io expose an enemy 
alien presence (should one exist). The other 
three worlds of the system have rules differ- 
ent from those which operate on Lillith, and 
will, probably, bo explored in the next three 
novels Chalker's prose « stated, but his 
ideas are exciimg Worth buying if you don't 
mind forced writing. 

Juanita Coulson's Tomorrow's Heritage 
is a soap opera Daddy, the famous scientist 
upon whose inventions the prosperity of the 
world is built, is dead. Mommy runs the huge 
■ndusiriai empxe supported by those inven- 
tions Eldest son is head of the anti-science 
political movement and heir apparent to the 
world government Junior runs the biggest 



telecommunication company in the system, 
and sis is a spacefreak who has invested 
most of her savings in builrhng an O'Neill col- 
ony at L-6 Naturally, there's a kit of tension 
in the family what with elections coming up, 
someone attempting to destroy L-5. and - 
whiz presto' - an alien probe entering the 
system Heritage is more thriller than science 
fiction, but it's a pretty good thriller Natural- 
ly, it's only "Book One of the Children of the 
Stars Senes " Tomorrow's Heritage is good 
popcorn, but one expects more from Coul- 
son. Also, it is increasingly disturbing to find 
that people who choose to write on political 
themes tend to have no discernible political 
opinions whatsoever, nary so much as a be- 
lief in democracy. 

Roe's is the second book m Kevin 
O'Donnetl. Jr 's Journeys ol McGM Feighan. 
McGill is a teleport employod by the world 
government to transport siutf to the stars. 
He also happens to have been swallowed 
and disgorged at btrth by a snail-like alien 
working for the mysterious "Far Being Retz- 
gleran " In his second book. McGill contin- 
ues to be harassed by the Mafia as he jumps 
to ihe sea-world of Deturc l0 pursue the in- 
vestigation of his strange heritage. O'Don- 
nell is an entertaining and talented writer, 
though I (ear the Journeys is not his best 
work. Too. in /fee/she turns MeG*r$ telepor- 
tanon ability mto a veritable weapon of mass 
destruction, making McGill almost invulner- 
able to anything that might happen to him. 
How it will be possible to maintain any de- 
gree o' Suspense in future novels is an open 
Question. 

II you like a) Jerry Cornelius or b) the 
Sex Pistols, you might like Moorcock's The 
Great Rock n RoH Swindle in which the 
above mentioned two cooperate to bring an- 
archy to the UK. Swindle e wrinen in ihe 
same disjointed style as all Cornelius novels 
and contains the same attitudes towards 
drugs and sex The Bntish audience may find 
Cornelius more understandable than l do. I 
prefer some of Moorcock's other writing 
There are some amusing moments in Swin- 
dle, however, especially when Bakunm and 
the Ukrainian anarchist Makhno cnticize the 
hedonistic decadence ol what punkers claim 
is "anarchy " My review copy is a British ex- 
port, but I imagine Ihe novel will shortly be 
published in the US. 

Shadows of Sanciuaryis the th* d in As- 
prin's Thieve's World collection For thoseof 
you who haven't heard, the coHections are all 
set in the same otv ISanctuaryl. but each 
story is written by a different author Wnters 
are tree to borrow each ether's characters, 
so the result is a son of mufti-hero fantasy 
adventure — very reminiscent of fantasy 
role-playing land has. indeed, been made in- 
to a game by Cbaoswm) in Shadows. Sanc- 
tuary becomes even more lully deserved, it 
is rapidly turning inio one of the most 
depraved and videm ones In fantasy fiction. 
If you enjoy a dash of blood-encrusted evil 
with your heroic fantasy. Shadows will prove 
fun. There are fewer "names" in this collec- 
tion than m the first two (though Chetryh 
and Mclntyre make appearances for the first 
time), but the stories are of uniformly high 
Quakty. 

Lawrence Watt-Evans was a noted fan- 
tasy rok*-playing GM before entering the real 
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woild, h.s novels lot which The Seven Altars 
ol Dusarra rs the second) trace the adven- 
tures of Garth, a member of a species - the 
overmen - which Watt-Evans developed in 
his campaign Altars is a set-piece Quest ad- 
venture; Garth must find and despoil the at- 
tart of the seven temples of the city of Duser- 
rs. Readable, but nothing special. 

Lord Dsrcy Investigates is the newest 
collection of Randall Garretfs Lord Darcv 
series. Darcy is a gentleman detective living 

planted science and where Richard Lion- 
heart returned from the Holy Land to solidify 
England's conquest of France and establish a 
permanent Angevin Empire. The stories are 
mysteries {usually dealing with murder), the 
interest fy*>g In the use of forensic mag-: to 
solve the crime Personally. I find the Oarcv 
series rather drab, but then I have never liked 
mysteries much Those who en)oy the genre 
swear by Garrett, so my low opinion may bo 
discounted 

Two fantasies — competently written, 
but with nothing new to say — are Elizabeth 
Boyer's The £/ves and the Ottenkm and 
Susan Dover's The Ring o> Attorn In the 
former, an apprentice wizard's master is kill- 
ed and the young lad must therefore fulfill his 
master's quest. In the latter, an apprentice 
wizard's master is killed and., .you know the 
rest in Otterskin, the apprentice must help a 
band of elves slay a dragon in order to get 
enough weregild to pay for the killing of the 
dwarven king's son - or there will be war be- 
tween the elves and dwarves, in Allaire, the 
apprentice must free a princess imprisoned 
by the ice-lord eons ago in order to save the 
world from death by ice. Ught entertain- 
ment. So.nowwhat' GregCostikyan 



FMJ* b TELEVISION HHiWw^fl 
pages. Taking his ideas to money-man Denis 
O'Brien. GiHiam did not merely present r-m 
with the script: "I performed the whole 
ttung. and I must have done it well enough 
because he said I could have the money " 

Money was not enough, however. Diffi- 
culties arose during the filming (which was 
started early 10 accomodate Sean Connery's 
schedule), many of them forcing script chang 
esupunrttheendofshooting Unfortunate- 
ly. some ol the forced changes - due to the 
cost involved 01 the sheer impossibility of 
doing some things - do not how as well as 
they should. Some scenes appear to set up 
Situations which are never resolved. Neither 
the Time Bandit's romp through recorded 
history, nor through the land of legend, are 
fully realized Also, because the film has rap- 
id shifts from comedy to seriousness, there 
are moments when the audience is a bit con- 
fused as to how it is supposed to react in cer- 
tain scenes. 

Despite the minor flaws. TtmeBandfB'tt 
still an excellent film. The moments of vague 
dissatisfaction ere swept away by the 
mowe's never-ending madness. As loose as 
some of the film's structure may be, it still 
hangs together nicely Gilliam paid attention 
wherever necessary Not relying on any of the 
"safe." popular conventions of the genre. 
Gilliam has made an enviable film. Tim* Ben- 
efits is the kind of movie audiences will re- 
commend to the- friends, and thai is the 
bestkindolmovieofafi. Christopher John 
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Th« Fast Food Platter 

True, unadulterated horror in the cine- 
ma has nothing to do with exploding heads 
or oozmg gore in slow motion . True horror in 
the cinema is watching a 70mm print of Out- 
land break, with nobody in the projection 
booth. Movie suspense is nothing compared 
with that generated as thai ragged, 3-inch- 
wido hunk ol Mm flaps inexorably toward the 
gate, leaving empty pulleys behind as it slith- 
ers through the governing mechanism ol a 
film platter system. 

The configurations of the system mean 
that the visual Wast ol a while screen for a 
full house at the Chinese Theatre is still min- 
utes away The protectionist is half a block 
away. Fmafly - boom' It only seemed l*e 
weeks before the show resumed, .precisely 
where it broke off 

Staying alive as an exhibitor is the name 
of this game, the task being to diversify pro- 
gramming to draw more viewers, thereby 
compensating for the prohibitive cost of film 
rental - without dramatically boosting one's 
overhead The question was how to run up 
to six different screens simultaneously, using 
one protectionist. 3n0 lFle testes' answer the 
Indus try could provide was the platter 
system. 

Remember when so-caned "multiplex" 
theatres began sponging up out of nowhere; 
six big features under one roof? The whole 
amalgamation weighing in at the same ca- 
pacity as a real theatre, thanks to pononed 
seating (the average, per house, for most is 
under 200) and those damnable postcard- 
sized screens? The planer system oM not 
make them possible - they were inevitable 
- but it did make them pracfAaA 

Multiplexes make it by dealing In quanti- 
ty, the drawing power of six movies over 
one. The strategem has been successful 
enough to drive "neighborhood theatres." 
those 1 .1X0- plus seat cinema castles still 
standing in most cities, either to diversifying 
rhemselvos l joining a theatre chain and even- 
tuaily lackmg-on a "Cinema II"). or to the 
slow death of Disney reissues Multiplexes 
have more bidding strength; features are of- 
ten distributed according to how many 
screens a company like Ptitt or Mann The- 
atres is running m a given town. Of course, 
larger screens still do (and wilii exist, but 
they've been co-opted already For loss than 
Revenge of the Jedi. one must seek out the 

To anyone who has ever seen a studio 
screening room, the multiplex house loots 
disturbingly familiar Looks, because screen- 
ing rooms, not intended for much aesthetic 
warmth, are more comfortable, have screens 
that can handle image sizes other than the 
standard aspect ratio of 1 85. and are some 
times even soundproofed against street 
noise, the clatter of the projector, and the dm 
of the feature next door Come to Hunk of K, 
most multiplex houses resemble the son of 
bare bones facility one might expect to find 
on to, in the harsh atmosphere of Outtand* 
Con- Am 27. 



The key to the success of the multiplex 
is that it employs a Ms less than tw*e the 
stall for up to s» times the business of a sm- 
gle-screen house. The principal Man ,n the 
Maze is the projectionist, slave to a Stagger- 
ed schedule, starting a new show every ten 
to fifteen minutes with - he hopes - the 
timing and luck needed for a Broadway 

Enter the platter system, the bridge be- 
tween the manual projectionist and totally 
automated film-screening Most motion pic- 
tures run five or six reels of 2.000 feet each 
(not to be confused with the old-style "reel" 
of tO-minute lengthsl At first, each reel was 
mou nted individually for screening, requiring 
two projectors and sharp timing between 
them. Then came the "tower" system, 
wherein a» film material is spliced together 
on one gigantic reel, to play as the way 
through withou i changeover s 

The platter concept eliminates the reel 
and adds one more splice: The head of the 
film is connected to the tan, forming a closed 
loop which sits horizontally on a rotating 
plate some four feet across. The film pays 
out exactly like a mammoth 8-lrack tape car- 
tridge, with tension, slack, and vertical feed 
provided by a dumbfoundingly complicated 
network of guides and pulleys. A Mm that Is 
mounted on a platter system plays nonstop, 
continuously 

Unless the film breaks. 

Since hundreds of feel of f*n are sus- 
pended m the works of the pulleys (not feed- 
ing directly through the film gate to a takeup 
reef I, a break is a (hsester No new film is pull- 
ed oft the platter wh4e the okl continues to 
feed; the distance is not equalized, and repair 
requires the film to be laboriously re-thread- 
od. backward. It a break cleans Ihe pulleys 
out completely — white screen — the best 
ihe audience can expect is a long cigarette 
break m the lobby. 

Multiplexes arrange one platter per 
screen in long, overhead corridors through 
which the projecborust must scamper se- 
quentially T he film a really monitored only at 
ihe beginning or end ot the show; in- 
between, there are other machines to tend 
since the projectionist/ 5 time is employed as 
fully as possible The viewer musi pray that 
sound and locus are already correct, end 
that nothing Hike a splice) throws the picture 
out of whack in midfilm. 

As indicated, most major theatres now 
use platters. The prime liability ot the system 
is the heavy wear n imposes on Mm; prints 
that would last 200 nins on a tower endure 
about 76 rigorous turns on a platter before 
falling apart. Combined with the substand 
ard viewing facilities offered by most multi- 
plex theatres, the viewer is sometimes as 
hand-capped as the projectionist, in that 
neither can do efficiently what they're inside 
the theatre to do in the first place. 

The crowd -processing nature ol multi- 
plexes and the automated aspect of planers 
Suggest a sort of fast-food approach to 
moviegomg. one that is sometimes like Mc- 
Donald's fare - easy to swallow, but hard to 
stomach. David J. Schow 

A 
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Games 



Edited by Steve Ust 

Editor s Not* 

This game review column is now open 
for business under new management, name- 
ly me. The scope ol ihe column is to try 10 
cover all new fantasy and sf games ss they 
ate pubfcshed At the rate they are appearing 
these days, this calls for more reviewing than 
one person can handle and so there is plenty 
of opportunity for outside freelancers to get 
their material published. Any fantasy or so- 
ence fiction game, including role-playing 
games, is appropriate IRPG adventures and 
supplements are handted by Gerry Klug) It 
wil help if you send me a letter proposing a 
review subject before you actually send in a 
manuscript, so duplication of effort can be 
avoided (please include a return envelope). 

In length, at least 600 words would be 
needed to minimally cover a game, and a ma- 
le new product should be no longer than 
1.800 words As a review, certain informa- 
tion is required' name of game, designer, 
pubksher and pnee. A listing and bnef de- 
scription of the components and an indica- 
tion of their physical quality should be in- 
cluded as wen as a desenptron of the me- 
chanics of ptav The heart of the review, is. of 
course, the evolution; Is it any good? How- 
ever, this must be more than a bald asseria- 
lion Reasons for ttlng or disfting a game 
should be spelled out Reviews should also 
be written Irom as objective a viewpoint as 
can be achieved. I.e., the reasons should, as 
much as possible, be more than mere per- 
sonal preiudices. 

Any manuscript submitted mujf include 
a return postcard or self -addressed, stamped 
envelope so l can let you know if it is accept- 
ed or re|ected (no card or letter, no publica- 
tion. period\. If you want a rejected manu- 
script back, please say so and «x*»de suffi- 
cient postage on the envelope If you write 

.ne at:.;u: - |irr;Ki'-i-- re,.nv,. I :l 

ciate a card or SASE to facilitate my reply to 
you. My address is 60 Spinvthorn Rd. Levii- 
town. Pa 19066. Steve Usr 

DwarfetarGamee 

Owar Istar Games is a new hoe published 
by Heritage. USA They are yei another tra- 
m-game format. ThcmapsaretypKally12'x 
W; the rulebooks 24 pages, but only 4' x 6' 
in size: and 154 counters. The maps and box- 
es are beautifully done paintings reproduced 
by four color process. In addition, the maps 
are heavy card stock, so except for wear at 
the folds they are more like mounted maps 
than paper ones. However, the counters are 
printed on stock hardly thicker then the 
maps, which could lead to durability prob- 
lems. The boxes are one-piece end-opening 
affairs made of light card stock. While they 
are plenty roomy for the components (which 
include dicel. they are none too strong. 
Dwarfstars will by necessity res»de at the top 
of one's stack of games. 

The first four titles in the line are evenly 
spin between fantasy and science fiction. Of 



them, one is outstanding, one quite good 
and the others somewhat underwhelming 
But priced at 53 95. they are not too much ol 
an investment. 

Barbarian Prince. Designed and developed 
by Arnold Hendnck. Barbarian Prince is a 
Solitaire adventure-quest game. The player is 
in the role of a prince of the "Northlands 
Kingdom" on the run following his father's 
death in a palace coup. He has ton weeks in 
which to wander about the map and raise a 
purse of 500 gold pieces to finance his coun- 
ter-coup. Failure to do this wa give the usurp- 
ers timetoimpregnably secure themselves. 

The map is a colorful display stuffed 
with mountains, deserts, swamps, forests, 
hills and cultivated areas in addition to pro- 
saic clear terrain. It is cut by five rivers, dot- 
ted with several castles, towns, temples and 
ruins, and partially blessed by a sporadic 
road system The other components are a 
single playing piece Ian unpainted 25mm fig- 
ure of the prince), 2 dice, two pages of charts 
and tables, a 24-page rules book, and the key 
element - a48 page"ev©nts"book. 

The player moves his piece across the 
map. and by rolling dice each time he enters 
a hex, he determines if an event takes place, 
using the various tables The event may be 
beneficial or of no consequence, but all too 
often it involves a party of hostile soldiers, 
monsters, magicians, etc. In such cases, 
much dice rolling is usually needed to solve 
the event 

Characters have a combat skill and an 
endurance rating. Combat goes in rounds, 
with each character in the combat striking at 
a target. The combat skil of the defender Is 
subtracted from that of the attacker and the 
result added to the roll of two dice, with fur- 
ther adds or subtracts due to the number of 
wounds each combatant has received. The 
final value is checked on a table to deterrrane 
the number of wounds inflicted When a 
character's wounds equal his endurance, he 
is dead 

Each game-turn represents one day In 
that time the-pnnce can attempt to move 
(one hex if on foot, up to 2 on horse, cup to 
3 if on river raft or flying mount). The proce- 
dure is to roll two dice and compare this re- 
sult to a numerical rating for the type of ter- 
rain being exited if the roll is large enough, 
the moving character is lost and has to re- 
main in the hex. in either case, another roll is 
made to see if an encounter takes place In 
lieu of travelling, characters can stay in the 
hex to rest (recover from wounds), hunt for 
food or look for cached goods In some types 
of terrain, other actions are allowed, such as 
seeking news, fining followers, searching 
ruins or gating an audience with the local 
big shot. These are all quite handy pursuits, 
especially hiring followers. While the prince 
is the best fighter in the game, he can usually 
be beaten by as lew as two fighters of half 
his prowess, while the Troll should get him 
every lime. Whee it is possible to run from e 
fight, success is not automatic, and in any 
event costs time. A retinue of expendable 
followers is handy to have, assuming one 
can afford to pay and feed them. 

Aside from the random events, the loofc- 
n-up-in-a-book nature of the design (which 
isamaner of taste - some people en|ov this 



Sort of thing more than others), the game of- 
fers few reel problems. Some procedures 
could be less cumbersome. For instance, if 
the player wishes to cross a river other than 
at a bridge, he has to roH dice to see if he gets 
lost crossing. II so. he stays in his original 
hex. if he successfully crosses, he must roll 
to see if he gets lost m the new hex entered 
If he does, he is considered to still be in the 
original hex but he has crossed the river. 
Since rivers run along hex sides, this makes 
lor a rather boggling be in-two-piaces-at- 
once situation. Combat can takeawhile.and 
given the potential length ol the game 170 
turns) one can get guKkly bored with rolling 
dice and looking up events in a booklet. 

"Play balance" is hard to iudge. It ap- 
pears to me that the prince has a hard lime 
winning, often because he has too many 
fights before he can recruit some followers i 
could be biased though, as I have yet to wm 
Certainly, the sheer number of events possi- 
ble should keep the play from fading into pat- 
terns and thus always present a unique game. 
For those who enjoy solitaire games, as op- 
posed to playing conventional games Soli- 
taire, it rs worth a look. 
Star Viking. Designed and developed by Ar- 
nold Hendrick. The Outrim Quadrant of the 
Orion Arm is on the very fringes ol the decay- 
ing Federation. Beyond the fringe kes wortds 
once colonized by the Federation, but long 
out of touch. However, these presumed 
dead colonies have survived and developed a 
reasonably advanced technology. Withal, 
they do not have all they need or want, and 
propose to gain it by force from the Federa- 
tion. Vikings once again voyage to loot more 
settled lands of their wealth. 

The game pits one player (or two, in a 
three-player variant using components from 
two gamesl as the Vikings and the other as 
the harried military commander of the Out- 
rim. The 154 playing pieces represent the 
ships, equipment and ground troops of the 
Vikings, the Federation and the local defense 
forces There is no map per se; instead there 
are twelve 3%"x4" map tiles, each repre- 
senting a sieliar system. The Federate player 
selects 9 or 10 of these for use in the game. 
He must tell the Viking player which he 
picks, but then aaocates his forces to them 
out of the other's view. The Viking player 
musi tell the Federate player how much he 
has to spend on his initial forces. Beyond 
that, neither knows for sure what his oppo- 
nent possesses. However, the uncertainty is 
limited - the Federate player gets 3 each of 
the available Frigates and Escorts, and about 
88% of the local available defense units. The 
Viking wJI have 61-66 "megacredits" to 
spend, or one powerful cruiser or two weak- 
er sloops worth of warships. Each player 
knows in general. Out not in detail, what he is 
up against. 

The game ■$ normally twelve turns long. 
Each turn consists of a Strategic Segment, 
one Tactical Action Segment for each star 
system containing hostile forces, and a Poli- 
tics end Economics Segment The Strategic 
Segment includes all interstellar travel. The 
Vikmg player moves his ships by placing 
them m a box m a htdden display, represent- 
ing one of the systems or his home base. The 
Federate player moves his ships among the 
sun hidden tiles as he wishes, after which the 
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Vik-vg reveals his location lit at a Federate 
controlled system). Likevnse. the Federate 
player must announce if he has moved to a 
Viking controlled tile. If opposing forces are 
in the same system, the tile e placed where 
both can see it and a Tactical Segment com- 
mences Movement m the Strategic Seg- 
ment is untamed except that Federate snips 
can never go to the Viking home base and 
units which "withdrew" from a system in the 
previous game- turn must go somewhere else. 

The tiles each have the name of the star 
system, lis technology level IA-D) and its 
wealth, i.e. the taxes it pays Each system 
has one or more orbits, shown as an oblique 
dashed line, along which a>e arrayed "sec- 
tors " Each orbit has a deep-space sector - 
ships must stop m the when they enter an 
orbit - and a variable number of others 
Some sectors (such as an asteroid belt! are 
by themselves, while others (a portion of a 
planet's surface! are in contact with neigh- 
bors (i.e.. a planet consists of a group of sec 
icsl Sectors may have a "wealth code" and 
certain bonuses or penalties in combat mark 
ed on them. One sector m each tile is marked 

tor during combat allows an invader to call 
on the defentfcng forces to surrender, and 
possession at the end of a Tactical Segment 
determines political control and the abfttv of 

B pi. ■'.it V: !3. 

The Tactical Segment procedes ■» a var- 
iable number of "rounds'* One player 
moves, then combat is resolved in each sec- 
tor containing opposing forces The other 
player then moves, and egarn combat is re- 
solved (at the end of a round the invading 
l«ce could call for surrender and the Viking 
player plunder a sector he controls). All units 
are rated with Electronic Warfare <EW). At- 
tack and Defense factors 

Combat consists of each unit shooting 
at one enemy unit The target's defense fac- 
tor is subtracted from the attacking factor 10 
yield a differential which is then adjusted due 
to differences in EW. unit types and a lew 
other considerations. Two dice are ro*ed on 



the appropriate column of the CRT to yield 
"no effect." "one hit" or a "Critical KTt" 
Some units are destroyed by a single hit. 
while some I large spaceships and powe»ful 
ground unitsl are "multi-hit units." These are 
destroyed by a Critical Hit or an accumula- 
tion of regular hits. Each hit reduces the at- 
tack, defense and EW (actors bv one; when 
defense reaches iero the unit is destroyed 
Vik nq C'uiwsard :hr. lot"' I i-h-M- (lane- 
cruiser can survive even a Critical Hit - 
though this leaves them vulnerable to de- 
struction by another Critical Hit or four ord> 

continues until one side is annihilated or has 
withdrawn, but it can end with both sides 
still present by mutual agreement or if four 
rounds go bv with no fighting. 

Once all Tactical Segments have been 
resolved, the Politics and Economics Seg- 
ment takes place First, the Federate player 
roes 2 dice and consults a hst of possible 
events to see what fate decrees lit usually 
costs him ships or money). He then has the 
option of rolling to see if he can build the Bat- 
tiecrutser or new Frigates or get special eco- 
nomic aid. Following this, he can tax «i the 
systems he controls. No more than hall the 
taxes can be spent on Federate units. The 
rest may be spent on local defense forces in 
the system where the taxes were raised Fed- 
erate taxes can be accumulated, but unspent 
local revenues are lost (since the local de- 
fense units wil a* hove been built early m the 
game, in effect this I <xt#att>. oiaver loses the 
use oi hall his taxes). The Viking player cBn 
tax his home base and any system he con- 
trols <i( he did not just plunder them) and 
plunder sectors not yet ravaged in the turn. 

I i-li-'-.i" :il.svtn irnted !)/ tefli level as rn 
what he can build m a system! and to pur- 
chase Victory Points. The Federate player 
must spend 4 times as much lor each Victory 
Point as the Viking, which eiows the Viking 
to buy enough to avoid an automatic victory 
in the early pan of the game, but not neces- 
sar*y enough to win. Victory is by the most 
pomts after twelve turns, having a 2-1 lead in 
points for two turns after turn 7, or by the Vi- 
king player gaining control of the Federate 
Quadrant Capitol Sector (which he can lo- 
cate only be exploring systems). 

These are a lot of rules to pack mo 24 
pages and two charts, but they are well 
done. A trivial bug here and there shows 
where finishing touches wore missed, but all 
in all they are complete and lucid Beyond 
that, they are good. Star Viking as a game 
approaches /rrv^eni/m (to which it bears a re- 
semblance! in excellence as a game of stra- 
tegic space opera 

Outpost Gamma. Designed by Howard 
Bara&ch On the mining colony world of Irda. 
Twarg colonist s have by various means suffi- 
ciently annoyed the native laborers that they 
have begun to protest. Since the protests 
have taken the form of massacring the 
Twatgs, imperial Legionnaires have been 
sent to pacify the planet. These tough troop- 
ers, with powered armor and energy wea- 
pons, found the rmx of traditional and stolen 
weapons used bv the I rdans to be sufficiently 
deadly to make the (Ob something less than 
the walkover they had expected. 



The 12"x 14- map covers (on an unspec- 
ified scale) some typical Irden terrain. The 
center is dominated by two plateaus, each 
surmounted by several mesas, with 5 more 
intruding across the map edges in the east- 
ern quarter of the map. running irregularly 
from north to south is a dry canal bed which 
serves as a highway. Scattered about the low 
areas are numerous craters and vapor pools 
The combat forces include 10 Legionnaires 
(one man per counter), 6 colonists IS Twargs 
each) and H5 irdan Rebels (kkew.se S each 
except lor two leader units). Also included 
are disruption markers, improved position 
and fortification markers and "energy storm" 

The sequence of play first determines if 
a new energy storm is placed on the map. 
and then the size and direction of movement 
of existing ones that turn (storms block lines 
of fire and reduce Legionnaire combat and 
movement abilities). Each Legionnaire counter 
can then place a disruption marker (repre- 
senting stun grenades) which has a 50% 
chance of stunning all units which begin in or 
emer the hex Then Irdan units move and en- 
gage in combat, after which IrdanS Stunned 
in combat the previous turn recover. The Im- 
perial units move and attack, followed by re- 
covery of grenade-stunned Irdans and Im- 
perials stunned that turn. 

Units can attack with lire c close com- 
bat in practice, both forms are identical for 
range, and m fact, can be combined. The to- 
tal attacking factors are added together, with 
the total defense factors in the target hex 
subtracted to yield a differential. The die roll 
for results can be modified up or down by 
terrain effects, and results (no effect, stun 
and elimination! affect only the defenders 
Stunned units cannot move or attack, and 
defend at hail strength. 

The combat procedure rs a bit distorted 
as It makes units less vulnerable to fire by 
packing them into the hex, while defensive 
terrain benefits are peculiar. Units in a canal 
hex cannot be fired on through a canal hex- 
side, even by adjacent units. Nor does occu- 
pying a mesa top aid m defense (though it 
gives a bonus to at lackers m dose combat). 

The game contains two scenarios, in 
"The Last Outpost." ten Legionnaires must 
hold at least three mesa top hexes lor twelve 
turns o» else destroy arV Irdans Smce al IIS 
trrjan units come into play, trvs one could be 
submled "Custer Had it Easy." The raw total 
combat factors ere66-30 vs 324-382. so de- 
spite the fortifications available to the de- 
fenders, it is not difficult to guess who will 
usually win Scenario 2. "Evacuation." gives 
7 leg->nnaires fifteen turns to gel at least 3 
of 6 Tvferg uruis from the north edge of the 
board to the south, with a mere 30 Irdans to 
bar the way Since it takes the pokey Twargs 
twelve turns just to cover the distance. Mile 
leeway is allowed. 

The best thing I can say about OPG is 
that the map, painted by David Helper, is ex 
ceeent. As a game, the mechanics are not 
appropriate to the scale of action and the 
scenarios are neither balanced nor imagina- 
tive Despite its billmg as a "game of man to 
man combat," it is not and its system is not 
one which admits (or encouragesi develop- 
ing home-brew scenarios as does Star Sol- 
over. Outpost Gamma is not worth a visit. 



Demonlord. Designed and developed by 
Arnold Hendrick. Demontord is a stratogic 
game (with a qoasi-taci.cal combat resolu- 
tion procedurel about a war between 'be 
Nisshar province of a Demon empire and hu- 
man/semi-human alliance devoted lo the 
light-god Hosar. In Iho Wfrttory between 
them he (rve small neutral states ol various 
races which can be recruited into alliance 
with either side. 

Units in the game are either characters 
or troops. Troop units have e movement 
mode (root, cavalry or winged), armor type 
(heavy, medium or nonet and (our numerical 
ratings: missile, melee, morale and move- 
end reung, a magic power and range (either 
or both can be zero) and possibly an army 
leadership ability. Movement costs are gov- 
erned by the terrain type ol the he*s>de 
crossed and may vary wrth movement mode 
Units beginning a movement phase not 
stacked with a character wrth army leader- 
ship can move only half their movement (actor. 

Magic is mercifully limited and not too 
powerM. There is Battle Magic (which gives 
the user a form of missile lire!. Siege Magic 
(which modifies die rolls in sege combat). In ■ 
vocation Magic (used for summoning help 
from spirits or derm-gods). ADiance Magic 
((or recruiting neutrals) and Special Magic. 
The non-Special magics are successfully 
used if the casting character manages to rod 
eQitai to or less than his magic power, and ex- 
cept for Bailie and Invocation Magic, can bo 
cast at any hex in the range of (he castor 
Spec a l mages are rated by the minimum 
power needed by a character iq use it. with 
the tougher spells requiring a higher die roll 
for success. Boih sides have seven possible 
spells, out no more than 5 can be used many 
one game. Both sides can use Vision I allows 
inspection of an enemy stack). Cloak (which 
cancels Vision). Force March, and Eatthpit la 
form of rrovemen; nte- diet ion I The De- 
mons can cast Darkness Ireduces enemy 
morale) and Necromon (bring dead units 
back to life) while Hosat has Light (reduces 
enemy morale — Light and Darkness cancel 
each other) and Rains (useful lor flooding 
areas to deny access). 

The game provides for an indefinite 
number of turns until any of various victory 
conditions are achieved A game-turn con- 

t.iir.-. wo id.-n- pl;jy«jr p-iows i - which :he 

actions are: 1) Unit Movement; 21 Invoca- 
tion. 31 Battles. 4) Sieges, and 5) Alliances A 
character can cast a spell at any time (though 
some spells can be cast only at certain 
times), but each character can only cast one 
spell per phase 

Combat is resolved in a semi-tactical 
manner. It takes place whenever troops of 
the phasng ;ili,." ■-<■.- ho. coma..' i-iy 
hostile units. If more than one type of terrsm 
is In a hex. the defender determines in what 
type the battle takes place This will deter- 
mine the "battle s-ze" and possibly degrade 
the performance of some unit types A battle 
line a set up in some convenient spot, each 
player alternately placing a unit until there 
are as many pairs of units as the battle size. 
Extra units are hekj in reserve I if a player has 
(ewer units than aBowed. the other can gang 
up on him so long as he has no more units on 
fa* titan the size allows). Characters are then 



stacked with the troop units in a similar man- 
ner, and combat proceeds in roundsuntil one 
side is eliminated or withdraws 

Each round consists first of missile fire, 
then melee. To resolve either, the attacking 
unit must roll its aopropnate factor <y less on 
two dice to achieve a "hit" I rolls can be mod- 
ified for armor or terrain). If a unit is hit, it 
must check morale. A roll (presumably one 
die. but the rules do not say) of less than the 
morale (actor is a pass, while one greater 
means the unit is eliminated. If the roll equals 
the morale factor, the unit routs. Flouted 
units are out of play, but the winner gets his 
back after the battle is over. Losmg routed 
units are captured (and can be traded be- 
tween players) 

Sieges take place jl a party in a battie 
hex decides to stay made a oty c castle 
Each player-phase a siege action is undertak- 
en, with both sides rolling dice to inflict casu- 
alties or force a surrender 

Dcmonhrtt is not an overwhelming 
game, but it is well put together and plays 
nicety. It naturally shares some ideas with 
other fantasy army games, but has many orig- 
inal dements that distinguish it: it is well 
worth looking into Steve Lisr 



Champions 

0*Me» Goon* MicDomk) ana Sw~ Powmo 
Co™***", at W9. Mlteo* booHtot 

In the never- neve* land of superhero 
comics, good is ultimately triumphant over 
evil, the great cities of the world are destroy- 
ed and rebuilt on the average of once a week, 
and our two-dimensional heroes (u tilery 
struggle to become three-dimensional Up- 
wards of a million readers a month gladly en- 
ter this Surroal. though Simpler, world to fol- 
low the latest exploits of their favorite pro- 
tagonists. It requires no great inspiration or 
leap of faith to see why this makes excellent 
grist (or a role-playing game: Any (an not de- 
pendent on the prop of genre art can vicari- 
ously enjoy the adventures which have so 
captured his imagination. 

The design of Champktns, Is as sketchy 
as the typical plot o( a comic strip and yet. in 
many ways, it is sufficient. The game is little 
more than a character generation and a com- 
bat system sandwiched by suggestions lor 
appropriate role-play and (or background 
construction. What enables the designers to 
get away with this minimalist approach is an 
unswerving devotion to the philosophy and 
to the spirit of the superhero comic. wh«ch it- 
self has never pretended to be tombfy complex 

The superior feature of the game is defi- 
nitely the character generation system. A 
player plots his character's strengths, lo 
which he can add limitations, and then par- 
tially compensates for these improvements 
with assorted weaknesses The rules con- 
stantly remind the player to think of his de- 
veloping character within the context of the 
comic book genre; the character sheet, (or 
instance, includes a basic body sketch over 
which the character's costume can be drawn 

The player begins with a purportedly 
average human being and WO Power Points. 
These points are used to increase character- 
istics, and to purchase skills and powers. A 
character can gain additional points by re- 



ducing his characteristics or by taking disad- 
vantages There are hm.tet.ons on all this 
trading-off. rrwnly to guard against those 
pikers who msist on including every possible 
(eature - whether good or bad - (or a char- 
acter to aggravate the gamesmaster. 

The primary characteristics, from which 
the figured characteristics are derived, are a 
fairly standard lot. The only unorthodox ap- 
pearances in the former batch are by Ego, 
which no self-respecting superbeing should 
be without, and by Presence, which repre- 
sents the character's ability to awe merer 
mortals. The figured characteristics are indi- 
ces, governing defensive capabilities, ability 
to take and recover (rom punishment, and 
quickness As this last. Speed, controls pre- 
cedence within the combat turn and the 
number of actions a character can undertake 
during a turn, it is easily the most important. 

The check that limits the players from 
concentrating exclusively on increasing the 
best characteristics is a pro rated cost (or at- 
tempting to do so. Therefore, Comeliness - 
r.-orvi-jinq a jrafid :radii in n rods playing 
games o( downgrading physical attractive- 
ness — is cheap to boost, and conversely 
yields the meagerest return when lowered. 
The costs to vary the characteristics are un- 
usually well-balanced, which allows for great 
variety in characters. Th.3 has to be (he resu't 
ol extensive playtestmg, which many larger 
companies seem to think is the responsibility 
of the consuming public. 
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The rules deftly describe what these dif- 
ferent characteristics do and mean. When 
told thai "it may be disturbing fc a character 
to fly in from a great distance, wow the 
crowd with his mega-blast, and then be cut 
down by a small child with a thrown rock," a 
player immediately grasps the value of a 
good Defense. The designers occasionally 
wander astray with wargammg >argon. and 
do not always explain the fun ramifications of 
the stray rule. but. overall, they doa race job 
ol explaining their game to the reader. 1 1 tend 
to use a less rigid standard when measuring 
the wonh o( role-playing as opposed to 
boerdgame rules, as the former is a far more 
open-ended exercise.) 

The quintessential superhero would bo 
at a loss if he had to operate with only those 
skills he could find in the pages of Champ*- 



as. The urban environment in which char- 
acters inevitably will operate requires a Ren- 
aissance super man; unless the gemesmaster 
is one ol those who win always test a weak- 
ness of the characters each adventure. I "The 
Red Menace has trapped you m a vault with 
ten-foot thick titanium waffs. Deadly nerve 
gas is pouring in through the only vent. Too 
bad you know nothing about lot* mecha- 
nisms or architectural") The skills presented 
are a sturdy lot. though Luck would appear 
to fit into the Power category. 
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The Powers, if not up to the impressrve 
standards set by vmamsand Vigilanies, are a 
good collection The designers have culled 
then [presumably! excellent library of comic 
books to include the abdmes used by our fa- 
vorites. A Power can be acquired at one of 
several levels (cost escalates as the effects 
become better); for instance, bfe Support 
ranges from the ability to breathe underwa- 
ter to being able to survive everything short 
of physical damage. There isalso Multi-pow- 
er, an economy package. The character 
"slots" several Powers into one. which pre- 
vents him from using all of them at once 
(though he can switch f roeiy from one to the 
others between turns) A Power can be eug 
mented with advantages, such as affecting 
desoiidified objects. (We have never ac- 
knowledged the debt we owe the comics for 
expanding our vocabulary.! H the player is 
running short of Power Points, he can re- 
plenish his supply with limitations — Such as 
a fixed number of uses per day — upon his 
character' s Powers. 

The disadvantages are classics as a de- 
sign device and as a reflection of the peculiar 
problems one can only have as a comic book 
character. There is the helptess dependent 
who is constantly tailing into the dutches of 
villains, despite those villains being unaware 
ol the superhero's other disadvantage, his 
secret identity A superhero could be suscep- 
tible to certain substances (which |UM might 
be fragments of he home planet), hunted by 
a government agency or other superDemgs. 
or have psychological impediments against 
going about his business ("I never kill!"). 



These disadvantages are graded like Powers: 
the combination encourages some truly l n c 
vKJualistic characters Those wily players 
who bend the rules to then every advantage 
have once again been anticipated by play- 
testing: When a "disadvantage" becomes a 
benefit (e. g .. a character goes berserk only in 
unusual circumstances which he can artifi- 
cially cause), it costs Power Points. 

The combat system is more convention- 
al, owing to its miniatures antecedents. The 
rules retain the annoying habit of measuring 
all distances in inches (equivalent, in this in- 
stance, to two meters), which makes visuali- 
zation for paper-and-oencil players that 
much harder. The combat procedure is no- 
table for its smoothness in play. The 
attacker's turn is figured from his Speed: he 
roos lor his attack values, which are subtract- 
ed from the defender's defense values, and 
the remainder is applied to the defender's 
Stun and Endurance values. It may be un- 
spectacular, but >t has the undeniable virtue 
of getting melees resolved in an efficient 
manner 

Several pieces of window dressing 
make the combat system distinguishable as 
one for a superhero role-playing game. First 
is the selection of combat maneuvers, rang- 
ing from the cowardty Dodge to the brutish 
Haymaker. Second is the amazing recovery 
rate of the characters, and the>r abilty to ex- 
ceed the" "normal" capabilities by "push- 
ing" their Endurance ThetoSt is Knockback. 
wherein the defender, if smashed hard 
enough, will fry helplessly through the air 
land can be further damaged if he impacts 
against a solid object), floughry the same 
procedures are used for an Ego attack. 

The text begins to peter out at this 
point. The designers display a few more 
ftashesof their marvelous sense for the com- 
ics by describing the motivations of supervli- 
lains ("Destroying the world: If you can't 
conquer it. blow it up ") and admonishing 
players that their characters are only as good 
as their last soliloquy And they do break now 
ground n designer's notes, by fearlessly ad- 
mitting the game design began as a refuge 
from boredom during a college lecture. How- 
ever, they also manage to waste five to ten 
pages with character examples when they 
could have provided msiructions on how to 
play the game. Because of Champions' sparse- 
nessof presentation, 'iwil assume ai 'regu- 
lar, episodic quality with all but the most 
highly inventive and imaginative gamesmas- 
ters The material here ■$ not enough to 
maintain, let alone sustain, a campaign 

The cover is a nice imitation of the styles 
favored by Marvel and DC. as are the interior 
line illustrations. The text is typewritten and 
justified, which is not unpleasant to the eve 
The character sheet is well-organiied. espe- 
cially so tor a first published version Inothmg 
evolves as rapidty as a role-playing character 
sheet) 

Designers MacDonald and Peterson are 
to be commended for designing a worth- 
while game which embraces two of my pet 
peeves: an emphasis on combat and an in- 
complete design. They happen to have cho- 
sen one genre in which this is acceptable and 
perhaps oven expected . But how could they 
not include a angle "Whami" or "Ka-pow'"? 

Enc Goldberg 
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There was a time, not too long ago. 
when l looked forward to the release of a 
new AObO module from TSH with some- 
thing akin to the anticipation of a kid at 
Christmas I was DM'mg a campaign which 
met two or three times a week, and Idcspc 
eteiy needed adventures with which to 
Cheaenge my players and give my tired brain 
a respite. Unfortunately, at thai time, the 
modules came about as often as Christmas 
actually does, so there never seemed to be a 
now one when i needed it. The Quafcry of 
these modules more than made up for the 
lack ol Quantity, and this was m no small 
measure due to the author of the majority at 
that time, E. Gary Gvgax His imagination 
knew no bounds it seemed, and ha dun- 
geons were coherent, playable, and interest- 
ing without stretching disbelief too far They 
even made sense, which for an AOitD ad- 
venture was gomg some. 

Those halcyon days are gone 

Now. it seems. wh4e TSB is able to pro- 
duce many more modules than it used to. it 
l.i: •>■•■ - ..«, nation lo produce modules of 
quafcty. Take Doners ol rfte FoitMKlen Cry. 
for instance. ..no.don't. you will be wasting 
your hard-earned money. 

This module «S ill -conceived, disorganii- 
ed and. in some places, so ridiculous as to 
make mo think TSB has lost ediional control 
over their product. The basic premise is that 
somewhere iq the (ungle a group of maraud- 
ing nasties are going around messing up 
trade end commerce tnot to mention some 
poor innocent victims) These nasties are ap- 
parently coming from an area in which there 
is rumored to be a long lost, forgotten city 
Your mission, il you decide to accept it 
I you'd better o> ihere'd be no adventure .), 
is to go and lind this city and clean out the 
nasties lof which the population, by my 
count, exceeds 300 beings, plus a dragon\ 
There are some other adventure ideas pre- 
sented to get the characters into the city — 
some less inane than the one died above - 
and they are listed at the end of the booklet 
What they am doing there, appearing almost 
as en afterthought, is beyond me. It would 
seem that the adventure ideas should be pre- 
sented at the beginning of the booklet, so as 
to appear related to the rest of the text 

The city itsell is set m a valley lotaity sur- 
rounded by a very steep cliff, which is only 
traversable m a few choice places. Each en- 
trance is designed such that there is no ad- 
vantageous way for the party to enter, they'll 
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get jumped and beaten up no matter wfwcn 
they choose The mao ol the city, which Is 
presented on the inside cover, is a valient at- 
leenpl a: a ■ l: ■ -ed - p t r « c-?t: 1 1 ,« rf-ic-fiij i/.l 
the city as it might appear from one cliff 
edge. The map looks good, except that it is 
sometimes (fcllicult to make out Important 
details such as whether a structure ts 8 ruin 
or a perfectly good building Also, some en- 
counter areas are hard to find because the 
tetter code occasional blends in with the 
background. 

The crty residents include three separate 
groups, a* intelligent or at least commuruca- 
Hve. among whom a pecking order has been 
established. They all co-exist in a one square 
mile area without any apparent food source 
(maybe thai is why they pillage and rape). All 
these inhabitants are members of races new 
to the D6D menagerie, and all are very inter- 
esting They will make worthwhile additions 
to any campaign. What is implausible Is (he 
way in which they co-exist. A good DM 
would have to work diligently to get this soci- 
ety to the pant where any intelligent players 
would believe it is as thnving as the module 
seems to Imply it is. Herein lies my major 
complaint - the amount of time needed to 
flesh out the adventure and have it make 
sense would take almost as much time as 
creating the city from scratch 

Outside of a few glitches with the maps 
(no scale on one. nwreferencing. text not 
matching the map on another) and ihe fact 
that there is no real guidelines as to how the 
inhabitants will react to the party Ithe im- 
plication * ihey will kill, km. kill), the module 
Is well laid out and informative. It seems I S R 
has abandoned the idea of separating the in- 
formation for the player from the Information 
lor tho DM when listing room contents. They 
Should go back to the previous method, smce 
each room must be edited by the user to sep- 
arate the information intoa usable format. 

TSR has set a standard in the FRP-ing 
community which the rest try to keep up 
with. If Dwellers of the Forbidden City is any 
indication of what is coming, they may not 
live up to their own standards E. Gary Gy- 
gax. where are you? Gerry K lug 




The Secret of Bone Hill 
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There's good news and bad news. 

The good news is that TSR <s publishing 
a new module for low level characters The 
bad news a (hat it might require a more ex- 
perienced DM to overcome its omissions and 
shotgun method of presenting information. 

On its good s>de. the module is a valu- 
able aid to the relatively new DM whose cam- 
paign has reached the point where he needs 
(o give (he players" characters a home base. 
The Town of Resienford described in the 
module is a functional haven which includes 



well-descnoed adventures, storekeepers, 
and population. 

The adventure to 8 one Hifl. while n 
hdds no surprises, will be a challenge for (he 
player/adventurer beginning to feel cocky 
and invulnerable. Themodureetsoooniainsa 
mmi-mim-adventure of sons for the players 
to hanote in town. 

The problems come m when the DM 
and the players consider their motives for at- 
tacking Bone Hill I suppose the players 
could go for the sake of adventure or be- 
cause (he DM says "Go here this week " But 
the module promises to be the lost ol a Cam- 
paign Series and (he DM musi keep the play- 
es a: My with stipulations about waiting to- 

The immediately usable portion of (he 
module is ihe trek into the castle ruins on 
Bone Hill, which s anti-climactic at best. 
Once the adventure rs over and the ruins and 
caverns cleaned out. (he only thing (o do is 
go back to (own. No secret treasure maps. 
No cryptic poems No sudden teleportaiion 
into another dungeon. 

At least with the TSR Giant Series IG-1-2 
-31. the players found scroas or caves that led 
to new and greater adventures. Here there is 
no rfcus ex rnochma. It is as if this module 
were designed to introduce the town, with a 
side adventure simpry thrownm. 

The DM without a meckim amount ol 
experience in deciphering map locations and 
room descriptions would be well advised to 
read through the text several times as there 
an a law secret doors, altars, and furniture 
missing from the maps and at least one stair 
reversed Alsoihesceleol Resienford Castle 
may have to be increased according to taste 

6'xlO'>) V ' m 

The Secret of Bone Hdfs maps are most 
useful when they depict (he (own and the 
surrounding country. I am puzzled, however, 
over the" choice ol buildings to be mapped 
m town. Maps for the three inns/taverns are 
provided, but a dungeon complex rich 
enough to attract any greedy group is skim- 
med over and the map left up to Ihe DM. 

For DM's planning to p«* up this mod- 
uli'. : mvii! -■;] 'hi' ir |i s>ip 

ping ahead to (he description of the lown. and 
then returning (o the description of (he castle 
ruins Otherwise, some references to Barons. 
Clerics, and rumors can become confusing. 
For the logical presentation ol tho informa- 
tion, the module reoves extra readings 

The new creatures presented are Inter- 
esting, but not innovative and present no 
thinking challenge. The module is designed 
for charaaer levels 2-4. supposedly. This re- 
duces the encounters wi[h s(range creatures 
to hack-and-slash as the spells todesiroy the 
monsters are well beyond the characters' 
limits. 

DM's who can recognize the many situ- 
ations which require rounding out in the ad- 
venture probably have developed the* cam- 
paigns past (he need tor a simple adventure. 
Newer DM's will have to be careful to cover 
all contingencies. Either group, though, will 
probably wait for the next module in the ser- 
ies to determine its direction and applicability 
10 their campaigns 

Maybe that's the secret of Bone H.n. 

Robert Kem. 



Software 

Edited by Ian Chadwick 

Robot Attack 

Big Five Software 

Arcade style game. I or 2 players: no 
interaction, machine language, sound effects 
Graphics: A. PlayaWity: 8; Enjoyment: A 
TRS-80'" MOD I ff III on same disk or 

Robot is the long-awaited, latest offering 
from the creators of some of the best arcade 
games for the TRS-60 (see reviews of Attack 
force. Super Nova and Galaxy Invasion in 
MOVES 571 It opens wrth a hauniingfy 
fanvfcar line: "Long ago. in a galaxy far. tar 
away"... I would have thought met would be 
copyrighted However. Robot rs based on the 
ar:.nli' [);r-<' to*. t-« play.il maye- a 
Stick-man figure through a simple maze, at- 
tempting (o shoot as many enemy robots as 
possible. Each :obot destroyed is worth 50 
points and a bonus is granted for each level 
deared. provided the player manages to move 
his/her character off the screen through one 
of Ihe exits. The mazes, while not being 
challenging for anything above the level of 
planarian worm, provide many drilicult to 
reach corners and even, on one occasion, a 
sealed room in (he center of Ihe screen with a 
robot inside (no bonus. . unfair!). Simple 
enough, except that each "wave" of robots is 
more aggressive than ihe lasi and later waves 
even shoot back! To make matters worse, an 
enemy flagship enters to chase (he character 
and it not ortry moves through thowailsof the 
maze but cannot be destroyed by (he player 
Us (ouch is instant destruction. 

There are some twists here: If ether the 
player or the enemy robots touch the walls of 
the maze they are destroyed Since the robots 
move in response to the charaaer (and the/re 
not terribly bright), they can bo faked iniobkjn 
oaring into the walls.. .and they count for 
points even sol Computer owners might recog- 
nize the as a customized version of a BASIC 
game from way back (a feting of (he original e 
available «i David Ahl's 8*sk Computer 
Gamesl. Four characters are the player's arsen- 
al In the beginning and extras come with each 
SOCOpcams. 

Big Five isn't content to make such a 
suaigh (forward game, however. They have in- 
cluded not only (heir usual graphic defcghtsbut 
anew twai: a taking computer! Not just sound 
effects, but real vocalzsbonl The game an- 

.jrvj t has a number of cute phraser vnu /oil 
discover as you play. This isanewahdunroue 
technique I watch: It'll be copied by everybody 
very soon. ..I. I won't spoil your pleasure by 
revealing al the surprises that await you. 

Somewhat disappointingly, mere la a 
small but annoymg daw "n the control of Ihe 
ligunne; K rs stow to respond usng the arrow 
keys (joystick control may rmprove thO: il is 
available for this game by the way). The char- 
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acter can only Ice oJreetly down from ihe right 
sdo wheh is awkward and often forces me 
player io dance around trying lo get set up lor a 
shot. II is no! enough to make ihe game uno-ay- 
able. U Sdrfficuli to score high in this game, so 
rt offers a real challenge; el the time of this 
writing my high score was SHOO after three days 
ofptev And levels only gel harder to dear. 

Robot Attack <s hlghfy recommended 
fo< the rumble fingered arcade buff and even 
more so for the curious programmer who 
wishes to discover the secrets behind ihe un- 
usual technique of voice replication used 
here. Another leather m the cap ot Big Five 

Master Trader 

Argon Games 

SF go™, 2 to 12 p/ayers. *«* interaction, 
no graphics 'text onlv> 
Payability B: Accuracy C: Enjoymeni: C 
BASIC TRS-BO and Apple'" II dok versions 
on same disk 

Trader is a disk version of a game thai 
appeared originally in a book called What to 
Do alter You Hit Return. It's an easy game to 
play, but rather long. Luckily, it can be saved 
lo disk during play for continuation at a later 
point. Essentially, players move about a 
universe buying and seeing products to try 
and make the highest return from the deals. 
There are four classes of planets from 1 and 2 
Icosmopolitan and developed product pro- 
ducers in search ol raw material) to 3 and 4 
lundeveloped and frontier raw material pro- 
ducers m need of finished goods), and prices 
pad for and asked for goods vary according 
to class. Also, demand lor a particular item 
vanes with class and how recently any player 
has been trading ihai product there. 

The steaar map is set according to the 
number ol players involved and distances 
vary with each game Each year the demand, 

»'<ces and 3V0il.lt> <!"'"■ .inii (il,t«:f 

classes may change dunng the game The 
game lasts five years but game parameters 
may be changed to allow no limit. Other pa- 
rameters are maximum cargo tonnage 130 
tons), profit margin average and bidding 
rounds Youmaybeabletoberga-nforabei- 
ier deal although a greedy player will quickly 
find he or she is closed out of bargaining with 
nothing to show for it. At cenam planets, 
players may conduct banking procedures. A 
small bit of chrome allows players to name 
their own snips. 

Though a deceptively simple game, a lot 
of thought has gone eiio the design. The 
econometric model may not be accurate, but 



it is sell-Sustaining in game terms. Although 
easy to play, each turn takes rather long to 
play and there is no real acton in the game 
outside of the buying and selling at various 
planets. The only random events are the 
odds delays in either taking off or landing 
(some are rather humorousl . A few odds and 

ends such as pirates or disasters would be in- 
teresting. The only elfect other players have 
on each other has to do with the trading - it 
would have been nice to aaow players a bit 
more active interaction such as trading be- 
tween players both on the same planet or al- 
lowing players to t*d competitively if on the 
same planet. One small surprise is the ap- 
pearance of a new star system m ihe middle 
of the game. 

Trader is not a bad game, just not ternoty 
exciting. Broderbund's Galactic Trader may 
be a belter game lespociaUy visuety) but It is 
only sc*t8ire play. Cosmic Trader (see review 
■his issue) has a lot ot nice twists m it and it 
plays moderately wed, but the trading is loo 
limited to offer an accurate simulation. None 
of these games offer a terribly accurate mod- 
el of trade and commerce and all are too sim- 
plified allhough some fun may be had in 
playing mem. It appears that ihe ultimate 
BieHanradings aton isstillto bewntten 



SF merchant game. 1 to 4 players, no 
interaction 

Graphics: E; Payability O; Accuracy: D; 

IV/-I C 

TRS-80 MOD I cassette 

Trader is anoth-r game where the play- 
erlsl attempt to become r«h by the tried and 
true means of buying low and seUng high. 
Nol critically different from any of the other 
i rading games, this one is perhaps the weak- 
est of the tot. Eacn player's ship has three 
cargo holds which can carry one of the ten 
types ol cargo avannNe: weapons, food, tex- 
tiles, liquor, meckcine and oihers. An option 
availableat the beginning of the game allows 
a player to transform only one pod into a las- 
er weapon to bailie with potential pirates It 
also decreases cargo capacity by one third. 
Players may also decide the length of Ihe 
game at the onset of play. 

Each turn, players enact one purchase 
and one sale (if possible) on a planet Some 
. required. For some reason, only 
'of each type of transaction is possible 
per turn, even if the planet would buy more 
than one cargo or if ihe player has available 
space for more than one cargo. The screen 
display shows current cash, fuel and cargo. 
Fuel may be bought at varying prices aner 
other transactions 

The next location 6 chosen from a ri- 
diculously simple star map and ihe fuel cost 
shown only after a destination is chosen. 
Dunhg the journey some random events, 
such as meteor siorms or pirates, add plea- 
sant chrome to the game; otherwise, the 
game o preuy lifeless and boringty simple. 
The winner is simply the player with more 
cash at the end of the specified number of 
turns. Not much fun. but the younger set 
might enmy ii (12 or youngerl. It aches fry 
added complexity and improved grapmcs. 

lanChadwick 
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Ouett "world Beginning with your young 
». you can wi out lo oipiore me 
i become wMtiei you with to oe. 



allow* any action you dealre. 



-Nomororr-i* 
or your friendly neignbornood game 
matter. 

— Now you are In control, you decide wntt 
youi cns-acie-itilct -III r* Youdotcr.oe 
•mat you want to 0*0 <n B> mud data" 
■a you ■* you determine your Wo. 

— *ou can play at a I one eipiorf. or ion an 
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— II you "now now to play OregonOuetT" 
you tnow now lo pity PBM OrtgonOuow t 
Eton lurn you *■ roeeivo By mail 
-Hormttion on youi current character 
Ml ine ioc*i geogiipny. people youVe 
met. upcoming evenlt in the nut month, 
and ** inlo-mafon needed to plan your next 
alto rec*m> a complete 
•wilt o< you* previout 
conquttti Periodically you win 
it-«rwtiel(*r "RUMORS' which will 



heroic dooot or playe*! Etch rum will 
fep-eteni « weens ot game tene. and will be 
tent out every 4 lo 6 we*** 
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AND 1 TURN. 
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AND TUfW * TURKS 
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(51 GAME TURNS. EACH 




(«) SET UP FEE. 1 TURN, 



MAKE CHECKS PAYABLE TQ 
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Reader Survey, At*s nr. 12 

lour opinon oWmDv al-eei the ednonoi corner* ot Am 
Mggvn. We ««■« you to pat&peie "1 ihii. cu reguW 

surveyor HHW 

W- mra W fetotoa fiewx* can* Alter you've 
I rushed reeSrvg this issue o< <nw please teed the (eed- 

04CI Questions boB*. W gv* io wi- rintn bv wrrt- 
wt-t3- c:. ii».'l -.1 cil aumticf numbe- -.— 

■ rr.l 1 I II I- r iln ,-. I.-- ' r ;i~:l.;r -.jn 

•War rfte nuttton man When answering DuoMora. 

'XT (MM mesne NO OPINION or NOT APPuCABll 

When thequesbon n « "yes or ro" question. "1" mm 

VIS and "2" r-eans 'JO Wen me cv«t«n «. . i*tmg 

question. "V a the WOBST .ei«g. "9" « the MSI ret 

.\'.[0.\lj> -jtc jnr; SI ■ be 

•ween «.t™ vonous shades oi approval o. awoworti 
1-1. »o question 



4. Sniti 
6. Staili 



10. 'acts X* fantasy 

fl DragonNoeei 

U- ^nr^wComml.*, 

TJ. Oevy^Noiw 
u Mod j 

16. Games trevow i 
W Scriiwe-eirev-twi 

17. RPGerringtrewewi 
m Film&TVlreviswl 
H. 8oc*i (revewi 

21. Thsasue overall 



22. Ii 
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73. the Iw 

Ol Ares' 1- Yes,2- No 

M. Avu-n* that vou doo't subscribe to Orel Would the 
Quality o* •<« issue Mont moeueie vou io *ut>Htibe' 
i- Ye*. 7- No 

S. For how many eaues hove you had a continuous 

B*-aoi«yi to - 1 do noi subscribe. 1 - Thit * my 
Urn «sue. 1 ■ Second woe. 3 • third ssue; 4 ■ I outm if 
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X Your eg* 1-13 yssrs old V VOVW: 2-U-I7; 

3 - 16-21; 4 . 22-2T; 6 - 28-% - 36» older 

27. You.se. '.UWI-FM. 

2* tduatiion: l-Mveer*oileas;2-l2yeots:3-13..6 
veers; 4 - 13-16 ran mwi« school; 5- IS run. 

2» How Una rum vou been pleyng oonllcl HmuMon 
gemea'0>leMihenavBw:1-1vMr.2>2vM>t 8-8 
veers. 9 ■ 9 or more nen 

36. VVtu>iiirdav**Q>nuntt«olrrau^>ouBpe-idpi*v 
ing UnK M Hn games ee<n month? 0= none; I ■ I how or 
ten: 2-2-6 hours; 3-69 hours. 4-10-15 hour*. 

5- 16-70 hours. 6-21-26. 7-76-30. B-3IO. 9-4< or 

men lours 

J1. How rrany simulator game) lot M putirshersi Do 
VOU possets' 1-I.W: 2-H20. 3-21-30: 4-31-40; 

6 - 41 60; 6- 61 -80. 7-01.70.8- 7I-B0. 9-81 or mors. 
" f-- m gao-ev 



* ... .i.,.,.:! i- - : 'l samelM - !0H; 

2-20%.3-30». 9-90% 

M. P«* ihe one ote* W f*i»n ihdi you mot, e^ 

10V roMtoa: 1 - S0«O ope-a/ioeniit lemesv. 2- "IH-O" 

KWics Hcion 3-ProbtmoKMghwrjKl- 



Qonoon 39 ovoup* 43 »M rou n> /W vou> nm "» 

ditft/tnl iUkH oT Unw 'n'fon Q+mca on * K*rtr at I to 
S »M~t-moVt*^<wnt*inmmmi*tinqgmiTmtol 
M «nrf «00«-«fl m 4«M H f «e"«hnc * MB* . n 

mi ti h*" s«* ktat im™ WW Ul 4M 



H. lKtO» 1PBCB COT*C1 (»»tp IO IhOI 

37. Si'aioflicoaooi Bound eoilKt 

» Ot*(»1-Wi*l »a«1*ouod<Or>1fc:i l*nv, « •royl 



•0 l\ ■wnalpMiM.-vtsntliti 

41. Connci><Coniani'HH4'V»IM>S 

41 notetrayinoadveniure 

43. Ecorcmc;soacloa<al/r>a>DcM 

44. How many goenoi hcto gama* Oo you own tin. 

e..drgm,osf-einir>Bi«uel'1 1.2 J. 3 3.4-a; 

9-6 M 10. 0-11 10 16; 7- 16 w 20. 8-21 lo 26. 9-26 

ormoro 

46. P«* ihe one area o> lamny rhei vou moai enKn 
raodtnn 1-Swo>d and Soroary; 2-Mynabajical fM- 
u&y. 3-Qiim. advsinure; 4-OauNaD,-(«»d 

leg . Aithutian legendl; 5- Ferflelv i« a coniempcary 

setting; 6- Supcrhero/ntrotG advantute: 7aAmhraoo- 
morphK ivumv log. Wtmruo Oownl 8- Hanoi 'ok - 
cull. 9 - Other i(**w«i!0 ji ihe cateocY daa o t pUtri l 
Qurtfont 4ff ataapl 63 M» roe W /are your miner *> 
wntm-t tmx ot Unmnotmot on » ten ot' to 9. wit* 

«*cM»p very tr* a w-ng M *M o' 



40. Sn?tf\)i; "K"J aid scofy bojto»trriB 
(army >s. army) 

47. Tacacal ->< B"d aweary boaidg-na a I man on man) 

at. Qi>mi'Bj.on!i.rebco-d3a-ff; 

4* S«oidandsoicarvfoia.puv<ng 
BO. Oueai/aoVeniureroWfilavrig 
r. Cuacaly wood (ana jy log. rneflW) 



BS. Horroi'occull 

B4. Kswiram tintasy gamaa do you own? 1-1; 2-2; 
3-3.4-* 6-510 IO.B-Ulol5.7-t6lo20.B-21 lo 
25. 9 -26 or mow 

I* ' ,ru are ■ luEMnter -, « m nocate -o- .c. 

cane io be one I -An ad m Soarogy 8 Ttcoa. 2-An 
M^dnHog. 3-Ansde<Ca«iaa. 4-Anadinar>iaviou« 
•wueol Arwj.*6 = AnBdinorf/lgamr^™ga/'*.6-* ,i 

M r j v.kcr'.c '(uc moaaiiie .' On ad ma Kent* 
•aci i--9«n«. 8- A" « ,n anovwr «>nd dl maaura ml 

I'^fili i'M* Ti I .~'p-r ;ih*tii,M i;fi ' |-*i f — *<J^i> t^rd 1 

0ul»i iit 'ncru^n-mitr gam<^. ' - 1 c*" an Apcla II; 

2-C"e" <o Buy an Apple II; 3-cr*n a Bad* Sheet 
IKS (O 4- pun to Buy a TP.S43; 6-own an Ann800: 
6 -Can to buy an Atari SCO. 7-own*omo oarrar rr-ero- 
compuier. 8- DMi io buy aoms Of* rnoocomeuw; 
9-r«ueno pwne io boy a> mtooooriajtor beceute I et- 
tody hMaooaso io a mierccompuwr 

QdMOIMI 57 HVougrr 46 as* you Man you Out adwa»> 

tvrr/hooby Dowifa-WnkW j>*yUio 0amn. Ataie ennver 

rte roMwaw vWMDbiu WK-ifl t/n lalowvtg n**. 0-1 

ne~b U ,o*r*ib,ito»*rl*xto>thnt&th**mdet 
in** la/rarafVouygamee rM tvay; 2 - / occaaonaaV 
Buy game! t«y: 3 - / utua*V Buy oaral rrVf n*> svl 

> ty otter nwu. <-/ aVrwif avwayi 6m 

MMWHI 



'. Incr*n depertmeni fictete g.. Penney'^ 



1 tat* "ne- wave"). 



ir oM '->) or in»: 2-< occauoneey our 
mmm ar Wrt W of tw-« 3 - * uiuaiy *« p*r« « M 
amo - or mve. Our anawoiwav ar or"-™; 4-/ aknoal 

oamm ar (iw •/n<fe'*mr 
67. Francr-lMd CompuM. ouOels la g . CcrrpuwMnd 

Bf tl i UN eW 

•» *«o>e*-1ent corouler ouOeit 



7»X tOOBVMOlM 

71 Maigemesid 



74. decirqncaeicree 

76. Oejcoumsioras 

7* OtBar ip in oaaotw w bottom o» iaadbotfc card, 

77. Whai bnO ol rormel would you Hie <o »ae lor the 
tec' review* coO»"t^ 0- 1 -avijc praiar noi io he>o a 
book i i -ihon. r«r. wi,i- 
revawi ol a number ol booM; 2 - rneolUrn-fcjngBi reviews 
-hi" dUcun a halr-doien or so Boots to soma oaul. 
3-kmaor. nooctti irnWMol rwoo> trwae booki per rt- 
soa; 4-Vmger. ollical dracuaalont ol Si worts Icnooem 
rarner then reviews!; 6- some owier Icrmai {pleased* 
scribe on loeobect oardi. 

71. What lind o* lorrnat w<ud you He to aee 'or gamer 
to<iwa-a'roH-plavr<9 egjoment reviews' 0-1 wouVj 
pre»er not to see any Qtmas rav«wsd; 1 -shori. rippy. 

Sinn* parejnph reviews ol a rumber ol garnet. 2 ■ rnrt*. 

unkr^th revirwi wheh drKUss a rnH.rjrjren tr so gomrB 
in lcryia OeuW. 3 - longer, o-deptti r^nexim' two <x —ee 
games pa- tif». a -longer, ot^oi dacueicns o( s(/l 



rlaae rAe /ofowmg gm/rm woooun on , icaW of I to 9, 
**t» I imfx-firy isn- *rW mternW fo purchase it got 
WTierf ant/ 3 iWtftc jfiVrp a tfrY^iira inrenrron lo outttwt it 
puoCVMtf. 

79. e^i-i,,... ii,. [,„„,: >-[:>.« oilheoeesn 

are patrolled bv s lew fioses or submonnes o* rhe suoar. 
powers, m ihe ruiure. with the colana«kon ol me ocean 

floor, the bnderwaur arsenals wll be Qreally a>oanded 

and dnwurwd darrax « tf* woua e-plore if* 
many Inn o> ijnderweter comOel in ihe 22nd Century 

sods, torpedoes, powered frogmen, bubble does end 
tons, po-pdtet. a->d. ol course, lutounne* ol all sues 
end types would Be includM Ihe 2T-34- game mop 
would ponrav a wuJe vanety o> undarwoiai lenain 200 
counters woutt be used on lis man in a "r— *mr»i» 
mewemanl symem A rurnDei ol scenarios, ndudng the 
dttcoverv o* an enoent egunK race wou"5 alow many 
con-bet snuehons to bo Do yea A possue Am game to 
sell (or 112. 



*. so-ntific genus, has mvenl-d a drrenional Pavel 



to attack his homo dmensNin lour eariru In adctiion. the 
a men i» ponaM have daiurbed Ihe lebnc ol roaPtv 
votcanc eruoiioni. i> 



n rne Gttm ol C/wo». e«l> pleiw we-jd (toy a member 
sewed ol men 'no gar* ~ouid mOude two 

« 22*. 34- Sheet - orwdemilngesnh-IHo 



. I.. II.'. 



If"; 



oi combai «n same, end methods <or connoting the «- 

nwMUMW Apo***«A/*«gametoS»PlQI«tI 

H. The Anton* Vfe. « 2335. m* human <«W« 
"deraton mikos t«w contact with the Ak>n. a starlerng 
race of ce»nrny«*. m iha Aiciuiut war rw (36 iy 

from SO e DOW-IU Attn c«n MM W CotonM* to 

max us imojWv »cn Ai irst : ■ i ■■- - or. mar - « 



U M utad >n an orgong i*>vecie campaign. It would 
job a IT « 34' map showing the planets, moons and 
sr po^n p* coniemcn m Arctium wim a>MM mini- 
» ol —a h wcrtfa mtHo; 200 covneers rteesenilng 
s. groundlorco* and 



C THe Qion ol Hlgel Ja» Junr . ol 30m Census So- 

I". hBt been Caught or mo P gelisi Sunn and sod id 

mo doom garros Thou ho must light for id if* urni ha 

eilhei wcaptt. catmint* the haa.1 of a Big-lian robl-wo 

man 01 urm ihrough the grand Una* VYI»r»6epoah- 
ad out into ■ fa morass to »ght a Cotiteurian Swarrp 
to" Wll I* be lorcod onto a sandy oval "0 laca a firing 
Sinen Flt***enJ' Wal he to flw an ewcirowho. a nun- 
nana, oi an arcer: Japarese Kaiana' "* o' 
Ape/ creates man-to nan. man to boast aro beast to 
Man combat « iha lei luiur*. «tl> the addition of 
onoix. cnon-teat ard t'Bniportenonai oddites intrigue 
ouimm me arena osa* mgrii ran* m iha escape ol par 

uopanls. atpacMI. H I*. f,«dt N.r.ll TO Ml 

mm ne oV Sol IV companion. 2>b«cmnev Chereciers 
moi»jiv*aBtoufnai^iv.o«ldad-w-»i>c'ow6Mand 
veraetiiiy A H*.3*- man oi **•«'«* cUlereoi corneal 

Brer 0! <I>C(I.HIW-I.«"C^»W B 24-pege ru-Jtl 

boot would to .ncfcOad The comboi system would allow 
ueucs lo McoictfoO to 1 mo voiyng co*doo"S 0* woap- 
onry. detenu* wjwi and wan A powbo Area 
garnaio»aiiic'»7 

U. GatacOc*. Iha tmpooi ol me oafsiv hoi died 



10 practice mi da-* e.11 see-aey. Blowing iho imi ol mo 
world w dawlop the. aoOa6« and laeN-oegW in 
paaoa No-., howevw. r il* Oobj^ >»•« Iroubl* a 
bW*0. and iha nmbM W o> Mag« ■* >aadV <o to Ko* 
ad sa"n Cr.rc~.-i 10 iha common popu"». "din aia 
baro o v Bwn up lo" Ml gmn ortlionlalion baiwaan 
ihoaa maoM wfto would Mite control ot iha» peat and 
murdana *<««. and ihoaa who would "aeo magic 
safety away *-om the maaa ol Nananliy WavM War 
w<«M«v*iclaiwoB«naanotow*«m. W«va*-aiagc 
pjMHh lida aiwc" to oa.t alogunce (torn Ml 

portaiming long and a-duoue rltuali to wiihwand the hnal 
combai A pavwi-vstdao^ whether 10 repeal has pow- 
em to the world and pamapi dUunt iham Into Mrvr-Q on 



fa tacnnologM ol modem war wl 
ptay a» thai arrnias c»^. a laebcal < 
ets 10 use M* mag-cal povwri « 
con-ac. IWaroS' War would ncl. 
»il"»-wldnvap.andl 



map ol m 



—11 .-.I jiil -I'm -1 .liiiti KCti JimC C*o* 
IMIIII tto> Tiarrt must unda-- 

x~w the .ntennmhon ol iha 



,to Nihil 



ann the ihiona and mobltea pyni «on*» 10 hold ma dm 
againH al muki #«• Gahcvca wll to a game lo 3 to 6 
Oliver* smjaiirtj) tnn sia-spainrg pewe- sinjggle 
Sach wJI recaaani a s«gW .aiad lo. 

mdteiv. dieWnwii: B-Klol""' nT>im-t -n— >:m->j ir; mi" 
iro ad Ot :ie -.-^ Sub'C ire tir t enB "flijrrfa 

Natwoik. iha Su> flm. the Socurny Pc-ica. ito otnoai 
pnMihood. tha buoauoscy. the indapamlanl sw wv 
cems r tj*e ?!(nce praiei ci tf*e ireichaii ids a oa\e* 

mnanWrk Raiidiiir a>«ii» tuUi >» pocilar suf.(W t »"l 

disuiislaciion. datoctona. pmneiB-y c*mliopn>h> and 

J^i'iiM' -i: Ail sate , —II j-n- c' coning ril 

bacUtabbmg. 'n r<hiOo4Xct-»inyi »22'- 3«* a»m» 
e>ap snowing the galactic empiia. pow"' cards, and 16 
pagaso'iuiu losanioriJO 

H Ito Stalnteee Hat SlrlRaa Again I he unr 

■wn aj ■> woutaa onoa moral Sornamng let daap m iha 
ungtod nwa pi Plitiwlla. the capiiai Oiy and noitod 0* 
Wo on Fomahout III - something thai co/d w«e the 
whole FomalhBui system oil the moraioiar ragstar 
Someone has <to*)n a wo><<ing prptolvoa 0> the X-bomb. 



geiouo meets and sKywavs ol """.iie and recow iha 

> soto ~. CBIM Jbt« 3cO.iv "5 ipcer, M' diGni 

iha SiaHau Siaa< Hall CX. logua hero mull on tar the C 
ty « aacaL locaw the bomb M*(-e ita poti.br. ca/ad 
guardian can wionafa 11 and gel me dewoaoutoi fVu- 
vtta - all the nttle aiotdng mo aiarydey toiards ol Mo 
inihalawiaMtown rn*S(*nWsjSw*r!»i SiritaA^ 
wovldtoplaYedonacolorlul?r>3**mapol fittavila 
wuh 200 eouneM. „m-g a solwie hOden-mform* 



uta Special rules wou 
wuards. eoupping lion 
plee. adding new companiont o- desnoitng enamo*. 

and rraiing c*olit i'[rr raiO« jrreio"' conquasa. a'id 

combats A posMM Am game 10 Ml lo tn AmMetna 
turuaci 10 agreamani wtm authors 

M RaeOary ol Known Space. A Oi"e-w "TO-m-H 

containing 100 to 1*0 new ceaiuies ol al types and sires 
£ach craaiura would be presented ^i an eipanded nroon 
ol the wo H rtg Iprmat Mam/ creature* drawn lipm anM- 
Ing flcMnot IBnon atones would to ncKided. DkM on 
n>a leUKmhip ol croatures to aaoh other and ample 



a2T-3i* sheet 



t Ewanalon Sat. A Un\ 



frtenhng sc*coiers. rrittary umis. and maili^t. and Ifl 

pages ol rules. ApoastM"es game to sell "oi *I2 
m. Maedrad- "Gad*, a-omar MM? youVo dah. Sr 
<<oV IVo to-eti recovered Irom my mm oidae" * Mor- 
dnd, the pregmooc rogue created Ov Ian MoOoweii lAms 
« lll.alorort - aga-iuMswUnamra". - raoarwn 
tor ol OueeM. each mora dangerous man the one baron 
IHs soatava fantasy game wojM oeseni a paver with a 
number ol roquiameivis to succaasluhy lulM a Quasi: 
Modred is given the croc* ol finding iha practical so*i 

linns 10 hit dlemTise. o f ol actrtjlfcec^w ol Iheromanic 

twlis of the Round TebN. Iha oceect a lo aurvrve. vet al 
ma lame time not basmrch his honor sa todN that Annjr 
would oast h-n ouf ' The map would to a coioim 
Z2~x34* shoot mowing me rumea 0* CamBot. JO> 
counters would ahow O* Snignra ol me ItWe. mgje 
kmghi*. monaia-a and magic lot Mo-drod cont-yja", 
confronts, me rues bec* wojld coiian > "jmba- ol Oa- 
cmta ojests. wnch may overlap foong Mord-M to un. 
dwtata a r^-ntor of fluasts as one*. Hulas wouk) cover 

lousts. slaying rronatait. aeducton. CowarOHO. and un 
orpecied Bravery-. A posub* Am game 10 •ppeai wfll a 

nory By ma author tsubfact to agreement with Mr Mc 
OowaM.tosollor*!! 

f7. Trie Dart Ofaaoaaaa* irwersagawtoanomero- 
menoon - a spang* piece whose vary Hws ol reality 
change *'om erne to t me »A*gc wir open tn* oai-way 10 
Iha strange dtmonsun. wham adventurers wll laid greet 
1 r— ii" blf aire waipont. and the pam to groat power 
aa wee as lemWe monsemi. auiprOng a«i-reeiliBilons. 
andcaaih "/arr, are wlmg io vy ih»f «uc« n »•* l*>J ol 
no»Oi and deeght. but ony a law return wtm Oieir ongnal 
(-.rpou compiatod "w OM &"twiiib/i is a game p> 
famaty and tachnoico. lo. one to »a platen who ia>aon 
the ides ol advamurers m search ol power, glory end 
woaim Each chaiacto Begins wtih canain abuses - 
magic. MMtth. combai. lachnology. asc - when ootor- 
mg me deMMB Wi ttote atrfaie* wll e>m*> help 01 hrtder 



in Display maps lusog Zbrnm haa- 
ea> ahowing a va>i*n of ancouniai and combai aaiiingt 
200 -ax cardboard counters o< versus shape* and M« 

siructura* end terrain obwacta CMBWOM of adODon 

al personal fgnting gee- and Spacujl romtol ruaa apply- 

ccmbat system. BUnt Act^n Displays wouti be orowdad 

lor the GM to draw K* own Sellings on To sailor 115 

tl. Caetawaya on PofUi Ounng ihe redera v ons sub- 
i«3u«l eip»oion puih in 231. two-eonteef long rango 
e>ploraton oalt hvoary-n* to iha unchaned Potui star 
system Ihe mswerts ol tto Comer and the n*s are lo 
coeaci macumaoon on in* natural resources ol iha svs 
tern However, the *hD> aia damaged upon enming out 
ol hvpernimp and are 0*t»r able to limp le ihe second 
planet in iha Pclhu system I here they each manage a 
hard landing, oui ihav coma down KOt ol t.tometers 
apart Worse. O^Cumerfshot n brerKntd and tne A-w' 
nawgainn sysiom is shot Between the two wrecks one 
opeiaDng s*ir> can be rocontiruciod. smoa may want do- 
signed ae mutual Bedups. lie whole combnd O—w 

Vie Cumiarcan Be moved across iha unanown wldamasa 
Caamtaanei on PoOux would to a OWerse odvennre rhei 
may be plaved wiihout a cMmasmaster Any number ol 
players (Irom 1 106) thai 'now Iha l*werw game- system 

rra. coMW m-ixo/i me icvr-iiuio d. B n:Cts:CBiM PO'fl- 

grepei/emounnr system 11 wculo indudo *0 pages ol 
beOground. ancouniars. play aids and inlormalion on 
me Poiko system 10 to used wtihout a GM lo se* for 16 



which would add a 
pMiriM would be a "mracto'' system. totdV dilfareni 
from any DSaudomaoiC rellgon system now easting 1 
Iha hobby AHp ncluded wouvj to rules If w in 0> Bring 
Oflarent cults, how 10 become a High Pnast. and how to 
cordiruct your tffry own temple A tuiir devOnped pan. 
Ihaon w.11 to inducted w«i insauciions lor m* o*«on ol 
oihers A72.pegeboc*»t To»«liorl» 




M eiDibulei may to used Ihe game would «dude 100 



tk\ nmMaartter ,A war ol magka is o-n U —o-d h- 
tween the -jards tUon and Pyre Ony liana Highrder. 
her 'osier faihor Cerango. and ner prate crew are aba 10 
help Pyre defeat iho temta* mnora of E«ron. Bui al 
~ays*l great na> '*n# H&mO* n j wi-*-o gomo ol 

Is-.ibi. ba»3 :i- pcpow <VarQ> rne IVirardi Inl- 

ogy by Andrew OHutt and Hicnard Lyon Tana laces a 
number ol ipaofic ouesea thai ibu tor and her craw 
across tne face c< ihe eerm in attempt todeleat mernin. 
10ns ol E«ron Always noes led n mo'mg a itjy prolit lor 
hat noucws. Tana stumwas inio me dork places and me 

terrors pi Iha namHa M pna* EHon has sal out tor her - 

paKuUnV she dread Eyas ol Sanut if she can gather 
enough companions and rrog.es. she wal to et-s to oe- 
feai f l-oii. «w sh* may larojoh at a Have « soma da 
menied bngTt hsrani or end up* ****** 10 Oiood o» the 
Thousono Arms Iho game wood -xlude a TTKtf 



9* Ui<da>iheua>eolth*TanM.Ih.twouldtoaOr>- 

gonOuesr odventure generaiion system uting an actual 
larot doc* and not requiring a GM tnere would to a 
rvn&or of datalad advaniu>a tiiuaiions. and iha plevers 

would choose wnch thev deseed to play at one Mling 
'hosuppiemeni woudmen gude mem -.is po - a3iaphs to 

oacaon pants, at which omo iho Dock would dadda Ihe 

outcome ol Iha event, based on Iha aet 

Thdcnsra ^rs-c HcNx"»i«1b - Omratcn m 



11.,-.-., 



and piay wo>0 Be enure* ofWti each nma miough. 
Oae 10 iho roadngs o< me cards Ihe pe-ag'SDhs would 
luncnon marty a* -lual aids. gMng iha players soma 
dee whoie they war* and vmai iha. war* doing mar* 
GM s wood use this supplement to ad tram - ito daUgn 
ol thai own sconenos One 33 page BooHei and a Taiot 



Queuing 



A Regular Feature for 
DragonQuest Players by Gerry Kiug 



First, some old business Fo< those 
owners ol the First Edition DragonOuosi. we 
have available the new. ali-erKompassing 
DO DiJilMula including a iutnmar» ot the re- 
vised combat system), wh-ch will bring your 
text up to the state-of-the-art. It is available il 
you send in a self-addressed, stamped enve- 
lope with your request lor the DmgonQuest 
Addends Sheet. 

I want to encourage all ol you to write 
me directly and let me know your feelings on 
any subject related to DO. I'll try my best to 
answer what < can. but, at least, you'll help 
keepmetrom feeling unwanted. I am also in- 
terested m feedback on what you would like 
to see appear in future Questing columns. I 
know what rd like to write about, but would 
like to hear your mput as well 

Character Generation 
Peniaps no other system of DO has re- 
ceived as much criticism lother than the ori- 
ginal combat systeml as Character Generation. 
I am not quite sure why. and so I'd like to 
share some changes I've made in it which 
have proven successful In my campaign 

First, players questioned why they roll- 
ed up their Aspects alier they've made their 
charactenstic and racial chc*ces They may 
have planned a Pacil-stic Earth Healer Adept 
and .oiled Death as their Aspect. Where 
does that leave them? So. Aspect is now roll- 
ed after point generation, but before the 
points have been distributed. This switch 
seems to make more sense, and allows the 
players to make more intelligent choices with 
their characteristics and their race. Also, the 
Aspect Table has been expanded to look tike 

01 -OB Winter Stent. Air Sign 
08-10 Winter Sl»r». Water Sign 
11-16 Winter Stars. Fire Sign 
16-20 Winter Swrs. EanMS*n 
J1-2S Soring Stars. Air Sign 
M X Soring Siars.Wat.fr Sign 
31-35 Soring Sun. F-eSign 
38-40 Soring Stars. Earth Sign 
41-48 Summer Stars. AirSign 
*6 SO Summer Stars. Water Sign 
61 66 Summer Stars, Fee Sign 
56-80 Summer Stars. E*nr. Sign 
61-66 Fall Stan. Ar Sign 
68-70 Poll Stars. Water Sign 
71-75 Fall Stars. Fire Sign 
76 80 Fall Stars. Earth S>gn 
81-86 Sun 
86-60 Moon 
81 96 Ufa 
66-00 Death 

The Signs, ol course, correspond to the 
assumpton In the world ol DO as to what the 
lour elements are and the corresponding 



four elemental Colleges of Magic Thus, 
whenever a player is involved in a situation in 
which hrs astrological sign comes into play 
(being effected by magic of an opposite ele- 
ment, lor example), I allow a die re* bonus 
tup to plus or minus 10, depending how well 
that player has been role-ptaying his charac- 
ter's Aspectl in his favor to any roll affecting 
him. Also, if he chooses a College which 
matches his sign, all spells, rituals, and tal- 
ents are given a * 1 to their Base Chance to 
begin with . which may later bo taken away or 
increased depending on how wen the char- 
acter is played. This alteration g.ves a little 
additional flavor and comes closer io the ori- 
ginal intent of the Aspect system 

I found the Characteristic Modifiers for 
each racial type extremely conservative, so l 
doubled each modifier except APA lor TMRt 
for each race (even this may still be too con- 
know your feelings . 

Also, an Elf should receive a magical tal- 
ent. Wrrchsight. Treat this as the Witchsigfvi 
listed 'or the College of E6E (Ensorcelments 
and Enchantments. T- II Thistatentworksas 
described and may be advanced in rank as 
any Adept would advance it. it is not effect- 
ed by the presence ol Cold iron. 

I immediately struck out the nonsense 
about a player having to roll to soo what sex 
he or she was. Any player may play any sex 
Period. 

I've added a couple of additional charac- 
ter races to liven things up. I run a very Tol- 
kionosque campaign (with very significant 
additions and changes) and leh the two fol- 
lowing races were needed the Hatf-flff and 
[hard-man. 

16.51) A Half oil blurt crossbreed 
between men and elves who may be 
found mingling with either race. 
Traits: Half elves are traditionally found in 
the role ol mediators in disputes between 
men and efces Upon reaching maturity, they 
must choose whether they wJI lollow the 
"Doom ol Men" or the "Doom of the Elves"; 
that is. whether or noi to become immortal. 
In either case, they tend to live in populated 
areas and are olten found as leaders 



Physical St 
WHpower 

Endurance 



Subtract 2 
AOd 2 



Special Abilities: I.) Half -elves receive a 
+ 10 on reaction rots involving men. elves, 
and dwarves. 2.) if the Hall-elf takes the 
Heater sMI, he expends ih/ee-quaneis the 
Experience Points to progress in ranks. 3.) II 
the Half-elf takes the Military Scientist skill, 
he expends thros^uoners the Experience 
Points to progress in ranks. 4.) The "resur- 



rect the dead" abJny ol Heelers is only ava< - 
able to those Hall-elves who choose the 
Doom olMen. 

Estimated Hfe span If Elvish Doom: Ca. 
30.000 earth years. 

Average life span If Human Doom: 200 to 
300 years. 

To be a Hall-ell. a player musi roll an 09 or 
less. A Half -elf's Experience Multipber is09. 

(6811 A Lizard-man Is a rebellious 
member of his parent race, the 
Suarime (see Monsters, 89.1). 

Traits: Lizard-men land women) have tradi- 
tionally been looked upon by most other 
races as residing fust below ores on the social 
ladder, and thus have Spent many long cen- 
turies as loners, very proud ol their clannish 
heritage. They are convinced that if only they 
would be accepted for their merits they 
would prove a useful addition to society. 
They are rarely lound much above the sub- 
tropical zone Since they tend to retain their 
racial dislike for colder climates 
Special Abilities: 1 ) Sec 69 1 for all abiMics 

reaction rolls involving any other race except 
their own. where they receive a + 10 3.1 If a 
Lizard-man lakes the Banger skill and spe- 
cializes in a Marsh environment, he expends 
one-half the number of Experience Points to 
progress m ranks. 4.) If a Lizard-man takes 
the Courtesan skill, he expends double the 
amount of Experience Points to progress in 
ranks. 5.) A Lizard-man character may never 
exceed the characteristic values listed in 69. 1 
by more than two in each characteristic. Th«s 
replaces any characteristic modifiers normal- 
ly used for character generation. The player 
may need to juggle his characteristic points 
at this juncture to meet the characteristic 
ranges given. 6.1 A Lizard-man character is 
not limited by the weapon choices feted in 
69.1; he may choose whatever he feels would 
suit him best. 7.1 During charactensi« pant 
aRocaiion, a Lizard-man character may ig- 
nore the maximum value assigned to he 
point group, but must still allocate at least 5 
to each characteristic 
Life Span: 125 to 175 earth years. 
To be a Lizard-man. a player must roll a 13 or 
less itsExperienceMultipkerisl.3 

Giants 

Giant characters have proven a problem 
for many GM's to Create. The rules were un- 
clear on this point and resulted in many argu- 
ments between players and refs. I will try to 
dear up the confusion. If a Giant is generat- 
ed, the GM must do some interpolation to ar- 
rive at the correct values lor PS. EN, and 
TMR APA would be calculated normally. 

To determine PS and EN, the GM must 
compare the character's chosen value lor 



UniVCRIC Commlink 

A Regular Feature for Universe Players 

by John Butterfield 



Universe has genera led a lot of interest 
very quickly; so, to keep in touch with its de- 
votees. Universe CommLmk will appear in 
every issue of Ares. I would like 10 begin with 
an apology- The name of an important con- 
tributor to Universe was unwittingly left off 
the credits. John Boardman provided me 
with reams of information and helped with 
the calculations that made production ol the 
Universe interstellar display possible I'd like 
10 use this first column to state where we 
stand with the ongoing Universe project. In 
columns to come I'll present notes on NPC 
generation, a combat aiming and ammuni- 
tion system, a spaceship record and a lot of 
other little ideas. 



The Public Speaks 

Included in Universe was an 8 Wx IT 
sheet ol feedback questions and a response 
card much like me feedback section In Ares. 
An early sampling of these cards gave us a 
strong feeling for what is desired in terms ol 
future Universe product. The top eight vote 
getters among possible publications are lin 
order)- 

Universal Hardware (Question 35, 
also m Ares 9 Feedback) This is running 
away with the early lead: I guess you're all 
equipment freaks. I'm hot on getting this one 
out as well. At the moment we plan to com- 
bine this proposal with the Harmonics Cata- 
log proposal (see below) to cieate a big Uni- 
verse equipment Guide. Every weapon, ro- 
bot, vehicle, spaceship and other piece of 
technology meniioned in the GM Guide will 
havo an illustration or schematic diagram 
and an expanded explanation detailing all its 
specs and functions Many new types ol 
equipment will also be included. The book 
will probably be larger than the GM Guide 
and will come out in the latesummer of U2. 

FirBt Contact ('4i|. This is already in 
development and will be published <n Febru- 
ary, 82, see below. 

universe Magaiine 1*501. We do not 
at the moment have the production capacity 
to put out anothei regular magazine. We 
hope to start up a 'Ole-playing magazine in 
the not-to-disiant lurure that will feature 
Universe and DragonQuesr adventures, ad- 
ditions and advice, as well as information 
and reviews on all role-playing products. For 
the time being, attention to Universe will in- 
creasein^ws, beginning with thiscolumnm 
every issue and mini-adventures in every 
other issue to come. 

Harmonics Catalog (/39 and in Ares 
9) This spaceship supplement will be com- 
bined with Universe/ Hardware; sea above. 

Combat Expansion KH 1/45). Al 
though we plan to do this at some pant, it is 
not vet scheduled. Much of the detailed 
weapon information planned for this supple- 
ment will appear in the hardware supplement . 



Space Stations and Orbital Craft 

uf36andin,4ms9). Publication is distant. 

GM Pack (f 431. The GM screen and the 
world generation logs have already been 
published; see below. 

Metropolis (#38 and in Ares 10). This 
one excites me the most. The city map 
should be a real beauty We hope to produce 
it by the end of "82. 

The Bestiary of Known Space, Cyg- 
nua Carina Arm and Federal Forces pro- 
posals also did well. The real loser of the 
group was Innerspaca; a supplement about 
underwater and underground adventuring. I 
guess no one likes to get wet or dirty in the 
future. The most popular perls of Universe 
according to you were the Interstellar Dis- 
play, the Ononis World Logs, and the rules 
for world generation, skills and character 
generalion. The sections you feel are in the 
most need of expansion are spaceships and 
cms t u res, N PC's and other encou n ters. 

It has come to my attention that many 
copies of Universe included the feedback re- 
sponse card but not the questionnaire. If you 
found this to be the case m your game, send 
the card to us blank, except for your name 
and address and 111 send you a question 
sheet and a new card It's early yel in re- 
sponse tabulation so we still want to get 
more responses. 

GM Pack 

You've probably seen ads lor the Uni- 
verse GM Pack in Ares recently The pack in- 
cludes an 1 r x 34" lour-color Gamesmaster's 
screen and a 96- page boo* ol blank environ, 
world and star system logs Aside from pul- 
ling the commonly used charts and tables 
right in front of the GM. the screen includes a 
lew new summaries that increase its utility. 
The Skill Summary takes up an entire panel 
of the screen and lists in bnef the use, related 
equipmeni, and Expenence Point die rolls for 
every skill in the GM Guide. The Movement 
Rate Calculation Summary gives quick equa- 
tions for figuring character and vehicle 
movement rates The Base Repair Time 
Summary lists the hours reouired lo repair 
different equipmeni types isome ol these 
were inadvertently omitted from the GM 
Guide). It should be noted that in the book of 
world logs, size 8 and 9 worlds are printed so 
that each is on one 1 1" x 17" sheet of paper. 
The book should be taken apart to use these 
large logs. 

Star Trader 

Nick Karp designed Star Trader over the 
summer but was unable to finish it before re- 
luming to Princeton. Since I designed Uni- 
verse, and Star Trader Otawsombe Universe 
background, the completion of the prolect 
fell in my lap Imainly work on the rules, the 
system displays and the countermix). I think 
the game's best use in Universe is as an eco- 
nomic record for the GM's systems. A Star 



Trader system display can be filled out and 
attached to the Universe system log. if a sys- 
tem has more than one economically active 
world, a separate Star Trader display can be 
used for each planet (keep in mind lhat 
prices of goods on worlds in the same sys- 
tem will not vary nearly as much as prices in 
diftereni systems). The News Chit system is 
an excellent adventure and encounter gener- 
ator, even il the characters in the GM's cam- 
paign are not merchants Theplayers may be 
hired by a corporation to find or take advan- 
tage of the information on a chit. Universe 
characters will rarely be In the financial posi- 
tion to run a corporation like those in Star 
Trader, but may certainly get caught in the 
middle of all the wheeling and dealing. 

First Contact: 
Three Star-Faring Allen Races 

Our first Universe supplement is in the 
late stages of development now. Greg Cos- 
likyan contnbuted a long essay and charac- 
ter generation system for the Sh'ik'ip (see 
the Designer's Notes in this issuel. I am now 
completing information on their spaceships 
and technology Ted Woods coated the 
Alen, a cian-onemed race of intelligent carni- 
vores, in which characters can also be gener- 
ated. Bob Kern is preparing the manuscript 
for publication I em also working on a sym- 
biotic, xenophobic race (called the Sarkera 
by humansl. Gr&g Gerrold and Steve Gray 
are working on a full-length adventure that 
sends the players to a sysiem beyond explor- 
ed space where they encounter a spaceship 
ol unknown origin (but not for long! A num- 
ber of new skills and professions for human 
and non-human characters created by David 
Spangler will be included. An extensrve 
chronology ol events will present a back- 
ground for interaction between the Federa- 
tion and all the races and also provides the 
GM with dozens ol adventure ideas. The 
book will be 64 pages long with lots of illus- 
trations and will come with a 22" x 17" stellar 
display showing Federation space and the 
domains ol all three alien races. 

Adventures 

The Devii's fjwmmi-adventure original- 
ly Slated for (his issue (see Designer's Notes 
in Ares 10) has been delayed to issue 14; not 
because it won^t be ready, but there is a glut 
of material ahead of Devil's Eye that the edi- 
tors want to see published. Mote Universe 
mini -adventures will be appearing in every 
other issue of Ares (alternating with Dragon 
Quest advenluresl. The big news is thai we 
wil be publishing a inlogy of full-length Uni- 
verse adventures in June "B2. This 64 to 
72-page book will contain ihree independent 
adventures lor a GM and three to seven play- 
ers We are also negotiating with outside 
role playing companies to produce Universe 
adventures under pur editorial guidance. ■ ■ 



38 



that characteristic as opposed ;o the average 
\ralue tor a human character H51 Thisplusor 
minus modilec »s then compared 10 (he aver- 
age vatue in thai characteristic toi that par- 
ncuiar type o* Giant The amount above 01 
below the human average is then Translated 
as directly as possible lo the Ciant's charac- 
teristic. For example, a character Is generat- 
ed with a PS ol 20 and an EN ol 12 Compar- 
ed to 16, these values are +6 and -3. re- 
spectively The player was successful in c*c- 
mg for a Giant, and generated a Fue Giant. A 
Fire Giant's average PS is 24 and average EN 
is 29. Thus, the characters PS would be 
(24.5>-29: his EN wou*d be 129 - 3) - 26. A 
more complex and accurate method would 
be to apply oerciwfatw differences (eg.. 20 
is 33% greater than 16. therefore the average 
G>ar>i PS of 24 should be increased by 33%. 
or 8, yielding 32). Whichever method you pre- 
fer should be used 

For a Giant's TMR. fust a similar average 
TMR must be found for the particular Giant 
type to compare with the average human 
TMR of 5 For Fire Giants, the average TMR 
is9. This replaces the TMR 1 5on the chart 
in 5.6 The TMR modifiers are Ihen applied 
as n the midpoint was 9, so a Giant with a 
mcdtlwd Agility of 18 would have a base 
TMR of 10 19+1). fust as a human would 
have a TMfi of 6 with an Agility of 18. Then 
the racial modifier for Giant characters would 
bnng that back down to9 In this regard, Gi- 
ant characters are slightly worse off than Gi- 
ant NPC'S. due to the hesrtency ihey have 
developed by dealing with the smarter, more 
delicate races ol men and elves during (heir 
adventure Me. They are more afraid o* step- 
ping on their smaller companions, while Gi- 



Experience Point* 

After any new characters have received 
their initial aHoiment of experience points. I 
allow the characters to expend those points 
in any lash-on ihey see In. I set no limit on 
i he rank they can achieve through this meth- 
od; this takes no time and requires no teach 
er. Many GM's do this also, and I mention it 
here simply to impart this knowledge unto 
those who are unaware l lind that charac- 
ter* created in this manner are more indivi- 
dualistic 

l am very interested in any alterations or 
additions you have made in character gener- 
ation in your world Please advise me and I 
will gladly share all those great ideas with 
everyone 

One last thing We are actively soliciting 
capsule adventures for publication in Ares; 
see DragonOuesi Update in Designer's 
Notes for details as to how to go about get- 
ting further info. This pays real money, loiks. 
so get your pens out and start letting us in on 
your wonderlul worlds. ■■ 



DESIGNER'S NOTES 

innumerable creatures belter suited to 
shape changing than the sht'krp — some of 
whom are extremely dangerous predators 
Consequently, sht'kfp are necessardy a neat 
people. They keep everything in a precise 
location end use their eidetic memories to 
memonie the exact place for every object in 
their homes. If a shtxl'p enters he room, for 
example, and finds that his armchair has 
moved, he has good reason to suspect that 
the armchair a actually a predator about to 
eat rum. Consequently the instinctual reac- 
tion ol a sht'kl'p »n such a situation a io pull 
out his laser-pistol and blow away the 
predator — or armchair. 

Consequently, the most notable mental 
characteristic of the sht'kl'p is their compul- 
.«ve neatness, a trail which human charac- 
ters will probably lind exasperating. 

The sht'kl'p character generation sys- 
tem a similar to that lor human characters, 
but a designed to reflect their all pervading 
bureaucracy and social system and. of 
course, describes how shape-changing abili- 
ties are used in play. Skills and professions 
available only to the sht'kl'p and a guide to 
their technology and esthetics will Mow the 
GM and players to get into the alien nundset 

The other two alien races have been 
handed m to John for final review, but in any 
case I will leave it to John and Ted to describe 
them m future issues. Suffice it to say that 
Ted plans a race of lupme carnivores with 
strong family ties, wh*e John is concentrat- 
ing on a race ol symbion is. Greg Cositkyan 



A 




GM Alert! 

We are currently looking for Gai 
ters to referee DragonQuesi and Universe 
tournaments at conventions around the 
country. SPI will be the official sponsor of 
these events and will provide prizes. The 
adventure will be designed by a start 
member at SPI. and if one of the staff at 
ten<B the convention, the tournament 
will be run cooperatively by the Games 
masters and SPI staffer. Any person who 
runs a session at a convention will be 
given first crack at playtesting new sup- 
plements and/or adventures for the game 
of his or her choice. 

If you plan to attend any convention in 
the future and are conversant with the 
rules to the game you wish to GM. please 
send a self-addressed, stamped envelope 
with your query to either Gerry Klug Ifor 
DragonQutal) or John Butterfield Ifor 
Universe) care of SPI. 257 Park Avenue 
South. New York. NV 10010-7366. 



Coming 
this February! 

The Fourth Book of 
DragonQuest 

flrcane 
(ILisdom 

* Three new Colleges of 
Magic — Lesser Summon- 
ings. Runes & Shaping 
Magic 

* A Guide io Magical Gems 
and Siones 

* A Guide to Herbal Lore 

* A Research Sysiem for 
Creating New Spells 

* A Lisiing of Magical Hems 
from Mythology 
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The Adventure Game Makers 

257 Park Avenue South 
New Votk.NY 10010-7366 
UI<2I2) 673 4103 



©ORIGINS '82 
Needs You . . . 

Y<i. when the National Adventure Gaming 
Convention return* to In birthplace in Baltimore 
run July 21-25. '- -ill nerd the hdp of people 
-he*c interest* span gamut of the entire 
Adventure Gaming ipecuum. Wargame*. role 
pUyini. miniature* . tporU, computer. sexnee 
fiction, and famaiy him will aD be represented 
In Ihe biggew gathering Ol *ophiM.caied game 
player*, deiignei*. and manufacturer* *>«• 
■tumbled. 

H you, your gaming club, or company «uh to 
take pan in ORIGINS by gameimancnng .■ 
ipoeioring a tournament . seminar . or demon M r • 
lion -e'd like io hear liwn you. A requeii for in 
formation will be gladly ani-ered by reium mai' 
*uh an ORIGINS '81 event policy thee* explain- 
ing ho- you can become involved in ORIGINS a. 
a iporaoc and'Or gametmatici Oon'i delay 
Write today to we can schedule your event m plent) 
of time for the loon-to-appear Pre-Regnir.i.or, 
form* for ORIGINS 82. 

Slay tuned lo ih>i majaiine for further detail- 
on ORIGINS '82 a* U become! available. 
ORIGINS "82, P O BO. IMOV Barumo... 
MD 21220. 301 -JJ9-4634. 



War of the Ring 

Based on J.R.R. Tolkien's 
The Lord of the Rings 

Two compieic games in one package! In ihc Characicr Game, 
ihc Fellowship of the Ring must elude the minions of Sauron a* 
I hey journey 10 Ihc Crack of Doom 10 destroy the One Ring. In 
ihc Campaign Game, ihc armies of Middle Eanh chart in ihe 
war ihai brought loan end the Third Age. War oj /he Ring lets 
you reccate the epic struggle detailed in Tolkien's immortal mas- 
terpiece. War of the Ring contains: 

* A33*x34* four-color, mounted map of Middle Eanh. from 
The Shire 10 ihc Plateau of OorfOtWh 

* 1 12 chancier, eveni and magical item cards that bring to life 
the major personalities and occurences of ihc trilogy 

* 400 colorful counters representing the major characters of 
the war and the armies involved in ihc final conflict 

* A 28-pagc rules book lei with Character and Campaign Games 
and an additional three-character version of the game 
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Available k ith,l,e 
at your 

local 
retailer 
for $20! 



The Adventure Game Makers 

257 Park Avenue South, New York NY 10010-7366 rei : (212) 673-4103 

In'Eutopa; CoMM Simpufn I id.. F n wpo W , Oallield Howe, HI I >- k I iclil R.sid. Mirinchun. ChaUtt, tn»bnd WA U UW.AaMfl 
ill/ NawZaaland: CWUB MWW] SMmIom Piy. lid. W F«fK<v* sued. Mindulh*;. VICWA INS. hmtnMm. Canada: COaua lmtiiuni>niil 
(•*mot-IC jnjdj..'7I^Ici»i»fti OM i L4X > * Japan P.wCti., I-M Voyiifi. Shibufcti-Ku. Mya, Japan 



The mightiest hero 
in all fantasy literature 
comes to life 
in an exciting new adventure game 
from SPI 




=5^ 



THE BARBARIAN 

The game includes 

A full-color adventure map of Hyboria 

Illustrated playing pieces of every major character 

Dozens of adventures 
drawn directly from the masterworks of 

Robert E. Howard 

Comprehensive background material 
written expressly for the game by 

L. Sprague de Camp 

COMING IN APRIL 1982 
FROM 

o 

SPI 

Watch for the fabulous picture, Conan the Barbarian 
a DINO DE LAURENTIIS/EDWARD R. PRESSMAN production 

Game manufactured by SPI under exclusive license from Conan Proper! ies. Inc. All rights reserved. 

SPI The Adventure Game Makers 257 Park Avenue South, New York, NY 10010-7366 

tel: (212) 673-4103 




An Independent Game Compatible with 

univcniE 

The Science Fiction Role-Playing Game of the Future 

STAftTkADER 



Rules of Ray 




Read This First: 

The tulc* to SiorTrader are organized by 
major topics, called Secilons. arranged in the 
order in which they occur in ihc play of the 
panic. Each such major topic is given n number 
and a name, following w hich is usually a Gen- 
eral Rule or descrlpiioti that summariA-* ihe 
rules in thai Section. This general overview of 
mrfi rule* Section is followed by numbered para- 
graphs, called Cases, ihai provide specifics of 
the rules. Noicthai ihenumberingof the( ases 
is ii decimal Termor Ihe Section number*. 

Players should examine ihe display •heel 
and playing pieces and ihen quickly read 
through ihc rules, without trying to memorize 
■hem. The game should ihen be sei up and a 
"trial run" made, wiih reference Io ihc rules 
Cases as questions arise. In lliis way, players 
can become accustomed to the game system 
easils and move quickly on to a full-fledged 
game of StarT/ader. 

Rules Question* 

Wc hope you enjoy this SPI game. Should 
you have any difficulty inlerpreiing the tulev. 
please write to SPI, phrasing your question so 
ilia i it can be answered by a simple sentence, 
word, or number. Vou must enclose a stamped, 
self addressed envelope. Write to: SPI. Hulcs 
Ouc.iions Editor lor SwrTmder. 357 Park 
.-Venue South, New York, NY lOOKVW. 
Invantory of Gama Componania 

fcuch copy of SlarTrad«r should contain 
the following components: 
One 2V x W display sheet 
One sheet of 200 die-cut cardboard 
playing pieces 
One mla folder 

I ach bused copy of StorTraticr (nil the 
Aw edit ion) slum Id also contain: 
Th i ee 6- sid ed di ce 
One pane bos assembly 



... New^ork. N> 10010 7366 



[1.0) Introduction 

SiarTrader is a game of interstellar 
economics set in the 24th Century. Each ot 
up lOiix players is master oFa fleet of space- 
faring irade vessels, competing with op- 
ponents to increase his own profits at the ex- 
pense of the other players. The basic 
monetary unit in StarTwder isthcHectoTran 
(HT). which is equivalent to 100 Transfers, 
Of S30.000. All transactions in the game are 
conducted in HT's. 

Players familiar with SPl's role-playuig 
game of the future. Universe will find that 
the spaceships- Star Systems. commodities, 
and other features in SiarTrader arc adapted 
from concepts presented in Universe. 
Although designed as an independent multi- 
player game. SiarTrader may be used in con- 
junction with a Universe campaign as an 
adventure generator or at an economic sub- 
system. Section 24.0 of these iuks offers sug- 
gest ions on using the two games together. 

Three six-sided dice are required to play 
SiarTrader. One. two. or three dice rolls are 
called for to resolve a variety of game func- 
tions. These required dice roll, are denoted 
by the abbreviations ID, 2D. and 3D. respec- 
tively. When rolling2Dor30. results arc ad- 
ded to obtain a total result. 



12.01 Game Components 

COMMENTARY: 

Each game of SiarTrader includes a 
rules booklet, a 22" x 34' Display Sheet . and 
200 die-cut cardboard playing pieces. Pencils 
with erasers and three six-sided dice are also 
required to play the game. 
CASES: 

(2.l| The Display Shoot portray* site 
Star Systems among which players 



*The following features are included on 
each Star System Display: 
Hypenump Routes. Travel among Star 
Systems is accomplished by means of hyper- 
jumping — a delicate operation involving the 
use of psionk powers. Emanating from each 
Star System Display are five routes, 
represented by arte™ heads, directed toward 
the other Systems in the game. Each of these 
routes has an associated number (ranging 
from 2 through 9) that indicates the relative 
chance of successfully hyperjumping along 
thai route. 

Prico Track. A System's Puce Track depicts 
each commodity that is marketable in that 
System, and the particular space in which a 
commodity is pictured represents the com- 
modity's price at the start of the game. The 
spaces, marked 1 through 20. are used to 
reflect fluctuations in the price of com- 
modities in the System throughout the game. 
Spaeopori. The area of each System Display 
containing the System's name is referred to 
generally as the Spaceport. This area 

contained in a federally operated Spaceport 
orbiting the System's capital world. There 
arc two numbers listed in this area of the 
Display: Spaceport Class (which reflet is 
the quality of : 



the System) and L 



^representing the 



STARTRADER RULES. PAGE! 
degree of federal presence in the System). 
Some Spaceports also contain boxes labelled 
Safa Berth (where spaceships may be pro- 
tected from sabotage) and Shipyard (w here 
players may have new spaceships built). 
System Space. This area of the Display 
■epresents a System's interplanetary space, 
where players may lie in wait in attempts to 
intercept incoming spaceships. The System 
Space area includes a Patrol Value, used 10 
determine the effect of federal patrol sweeps. 
On Planet. Spaceships that go directly (and 
illegally) to a planet, rather than to the 
Spacepott as required by federal law. arc 
placed in the On Planet area. The Security 
Rating listed in this area is used to determine 
whether or not illegally landed ships avoid 
federal detection. Also listed arc com- 
modities naturally abundant in the System. 
Factories and Waco houses. These boxes 
provide an atea for each player to place any 
factories and warehouses he may build and 
maintain in a System. 

Market Position Tracks. A player may rise 
in prominence within a System as a purveyor 
of one or more commodities in that System, 
becoming in turn a Dealer, Contractor, and 
Market Manager. The Market Position 
Tracks allow players to record their current 
positions in a System's markets. 
Several other tracks, associated with par- 
ticular game functions or players (rather than 
with particular Star Systems), are also pro- 
vided on the Display Sheet: 
Asset Tracks. As each player accumulates 
(ot loses) assets, his current wealth is 
reflected on his own Asset Track, which 
represents the number of HectoTrans the 
player possesses. 

Supply and Demand (S/D) Track. The 

market activity of each commodity in each 
System is determined by using this Track. 
Each numbered space on the S/D Track 
represents the number of commodity units in 
supply (if positive) or in demand (if 
negative). Associated with each S/D index 
number is a Price Modifier, which is used to 
alter the price of commodities once their S'D 
index numbers are determined. 
Reputation Track. The Reputation Track 
reflects each player's fluctuating Reputation 
Level throughout the game. 
Game-Turn Record Track. Each time a 
Game-Turn is completed, the Game-Turn 
marker is advanced one space along this 
Track until the game is completed. News 
chits are also placed on this Ttack during the 
game, until the events or opportunities they 
represent have passed. 

The various charts, tables, and summaries in- 
cluded on the Display Sheet arc explained in 
the appropriate rules Sections. 
(2.2] Each player maintains his own 
Player log. 

Each player uses one Player Log to 
record his current Business. Political, and 
Criminal Connection Levels: the terms of 
any outstanding loans: bids he makes each 
Game-Turn to gain initiative and to buy and 
sell commodities: the number of units or 
special goods he holds; destinations to which 
he is committed to lake passengers; and at- 
tributes and current status of his spaceships. 



Photocopies of the Player Log included in 
these rules must be made before play begins. 
(2.3) The playing pieces raprasant 
assets, inventories, spaceships, and 
other game records. 
SPACESHIP 

from 



■M 01 



than their ID number' arid suggested names) are 

Spaceship* may also he built and sold during 
play. Each spaceship's specific attribute* are 
detailed on the Summary of Ship Mull and Pod 
Characteristic* and are recorded on the Pla.tr 
Luc of the owning player. 



COMMODITIES 




i he tame are 
lodity units. The 

imodity in a player's warehouse 
ot spaceship at any t' v cn ''me is represented by 
the appropriate Commodities (hit. which is 
placed beneath the warehouse or ship. Each 
commodity i* represented by chit* of Tour 
denominations: 1.2. 4. and 8 units. Any number 
of units may be indicared by various 
combinations ol rhese chin (for instance, a I. 2. 
and 4 chit would represent T unit*). When placed 
in the Factory *pace of a System Display, a 
Commodities chii represents a factory, in which 
case it denotes a unit or production rather than a 

Monopolc-2 chit in a Facior> space indicates a 
factory that produces 2 units of Monopoles each 
Came-Turn). The four major commodities (and 
their unit weights) are: 

Magnetic Monopoles ( I kg/unit). Refined ore 
containing only a positive or negative charge. 
Used in psionk equipment, robots, and 
levitating craft. 

Psycho-Spice Ampule* (I kg'unlt). A natural 
dru( used to enhance psion* power* and as a 
creative hallucinogen (non -addict he). 
Super Isotope* (IS metric rons/unlt). Refined 
radioactive ore with an atomic number above 
140. Power source for interplanetary travel. 
High-Tech Alloy* (If martc tons/unit). 
Comples metallic compounds (with some non- 
mctallic element*) used in all (ield* of industry, 
especially (or armor. 
WAREHOUSES 




storage space. Each Warrhoi 
may store up io 10 units of Alloys or Isotopes 
(or a combination up to 10 total units); one 
Warehouie unii may store any amount of 
Monopoles ot Spice. 
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Track, any amount ol HT's from through 999 
may be recorded. 11 a player hat 1000 or more 
HT"s, <h« 100 HT marker is inverted M its 100 
HT * 1000 stde. Thus, if ihis marker were on the 
(space of ihe Track . n would represent a total 
of IJO0 HV%. 
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* of the The Game-Turn marker is placed on and moved 

along "he Game-Turn Record Track io lndK*ie 
(he current Game-Turn. 

Not*: If Market Position, Spaceship, Com- 
modliy. or Warehouse markets run oui. 
players may devise additional markers of 
[heir own. 



MARKET POSITION 

front 



|3.0J Sequence of Play 



These markers (primed with different players 
represented on diner side to maximite their use 
are placed in ihe appropriate Market Posiiion i 
a Star System io indicate ihat a player is a 
Dealer. Contractor, or Market Manager in a 
specific commodiitty. 
REPUTATION 



Each player's curreni Reputation I*vel is noted 
by the location of hi! Reputation marker o 

" flTTKk. 




A spedflc individual assigned io a player by ihe 
scenario instructions or acquired during play. An 
agent gives a player some special advantage. 
PRICE 



Each commodity thai has a market in a Star 
Sysiem b represented by a Price marker, which 
occupies ihe Price Track in thai System. Each 
Price marker has an S/D Modifier, which is 
used to determine ihe commodity's S/D Index 
each Game-Turn. Nora: The S/D Modifier on 
the back of (he marker is used when only two 
players are playing ihe game. 
SUPPLYAND DEMAND (S/D) 



□" 



This marker is placed on and moved along rj_ 
S/D Track lo resolve ihe market activity of each 
commodity each Game-Turn. When ihe S/D 
marker occupies a space with a positive S/D 
Indei, the supply of ihe commodity eteeedt ihe 
demand: when the marker is on a negative S/D 
Indev space, the demand foe (he commodity 
exceeds ihe supply. 
NEWS 



he beginning of each 
ihe Game-Turn 



Draw n a i random 
Game-Turn and placed 
Record Track, each News chit represents 
Opportunity lot a player, or an Event ihi 
affect all players. 
GAME-TURN 



□ 



SiarTradtr is played in Game-Turns, 
each of which represents three monihs of 
Earth time. There Is no set number of Gamc- 
Turtu in a single game; play continues until 
one player wins. Each Game-Turn is divided 
into eight Phases There are no specific 
Player-Turns as there arc in many SPI games; 
all players are involved in every Phase of the 
Game-Turn. All actions by the players: musi 
proceed strictly according ihe following se- 
quence out line. 

1. BMPttSM 

Each player secretly and simultaneously 
writes down how many HT's he will expend 
to gain Initiative (4.0) and to purchase or sell 
any commodities! 1 2.0). 

2. MtfgflM PtVBM 

Each player announces, and records on 
his Asset Track, how much he has commit- 
ied io spend to gain the Initiative (4,0), and 
Turn Order (for the present Game-Turn) is 
determined. Note; Players undertake some 
aciiviiicsinTurn Ordcrandoihet activities, in 
Initiatise Order (player with the highest In- 
itiative going first), as specified throughout 

3. News P hage 

A. Any News chits on the current 
Game-Turn space of the GamcrTurn Record 
Track are revealed and relurned to the pool. 

B. Fresh News chitsarc drawn and plac- 
ed onihe Game-Turn RecordTrack. 

C. Eligible players may examine the 
underside of News chits on ihe Game-Turn 
RecordTrack, 

4. Hyperjump Pliuo 

Players may hypeijump their space- 
ships from System to System (9.0) in Turn 
Order. Interception may also occur during 
ihisPhase(IO.O). 



All player and non-player market activi- 
ty involving all 18 commodities on the 
System Displays is canted out (12.0). The 
player with the highest Initiative chooses one 
of the 18 commodities markers, and the 
following steps arc undertaken: 

A. Non-player activity in the commodi- 
ty is determined by tolling 2D and adding the 
commodity's S/D Modifier to the result. The 
S/D marker is placed in the space of ihe S/D 
Track corresponding to this total. 

B. Any players who bid to buy or sell 
ihis commodity reveal their bids. If no 
players bid. skip to Step D. 

C. The players buy and sell units of the 
good, as allowed by the fluctuating posiiion 
orthe S/D marker. 

D. After all buying and selling of the 
commodity is completed (if any), the com- 
modity's market price is modified according 
to the curreni position of the S/D marker. 

The player wilh the highest Initiative 
chooses another commodity, and the 



preceding Steps arc repeated. When all 18 
commodities have been dealt with (in the 
order chosen by the player with rhc highest 
Initiative), this Phase is concluded. 



The first player conducts any or all of 
the following activities that he wishes in any 
order he desires, then the second player, etc. 
■ Receive goods produced by the player's 
factories. 

•Attempt losaboiagc opposing players' 
spaceships, warehouses, or factories. 
• Attempt io undermine market position. 
•Hire Agent*. 

■Embark passengers in eligible spaceships. 
iQppo'ianiiy ehii eiamincd by the 



player 



il goods. 



The players perform any of the follow- 
; activities simultaneously, in any order. 



• Purchase increase in player's 
Reputation Level. 

• Purchase Warehouse capacli y. 
•Purchase Factories. 

• Purchase, repair, or sell spaceship hulls 

and /or peds. 
■ Hire or replace spaceship crew t. 
•Take out a loaniunless ihe player already 
has a loan outstanding). 
•Pay off or pay inieresi onanc-isring loan. 



Connection Levels. 



nanyofihcpUycr's 



A. Check each spaceship that is in a 
System Space box for federal patrol sweeps. 

B. Any player with a Reputation Level 
of S or less may have to undergo an Inquiry: 
consult ihe Inquiry Table, if necessary. 

C. The Reputation Level or any player 
whose curreni level is between 1 and 19 is in- 
cteased by 3 (but not above 20). 

D. Each player who has a Reputation 
Level of 25 or higher receives a Reputation 
Bonus in the form of HT's. 

E. Rc-inveri all spaceships (to their 
Ironi sides) that have failed hypcrjumps dur- 
ing the current Game-Turn. 

If any player declares thai he has fulfill- 
ed his Victory Conditions and can show 
that he has done so. the game is over. Other- 
wise, the Game-Turn marker is advanced one 
space along the Game-Turn Record Track, 
and a new Game-Turn is begun. 

COMBAT SEQUENCE 

Coftduttntdwixt Hwerjump Phase. 
A. It 



Players with spaceships in a System 
Space box declare (Turn Order) if they wish 
to intercept a ship entering the Star System. 
If interception does not occur, the Combat 
Sequence is concluded (return to the Hyper- 
jump Phase). If interception does occur, pro- 
ceed to Segment B. 
B. Attack Segment 

Each player (Initiative Order) declares 
whether or not he will fire at the opposing 
player's spaceship(s). If so. the fire is con- 
ducted and then the players take turns 
allocating and executing fires in a number of 
Combat Rounds until all participating 
players with ships capable of combat agree to 
have no further combat. 



C. Snlvago Segment 

A player owning spaceships thai have 
survived ihc combai may attempt to salvage 
cargo from enemy ships. 



(4.0] Initiative 



GENERAL RULE: 

The order in whkta player perform game 
functions is determined anew at (he begin- 
ning of each Game-Turn. 
PROCEDURE: 

During ihc Bid Phase of each Game- 
Turn, each player secretly writes down ihc 
number of HT's he is spending to ancmpt 10 
gain Initiative. During (he Initiative Phase of 
each Game-Turn, all player* reveal their HT 
expenditure simultaneously, deducting the 
amount spent from their current WHS. Each 
player then rolls 2D and adds the number 
rolled to the number of HTl he has spent for 
Initiative. The player with the highest total 
ha.s the highest Initiative, the player with the 
second highest total the second highest In- 
itiative, and so forth. 

The player with the highest Initiative 
chooses which place he will take in the Turn 
Order; then the player with the second 
highest Initiative chooses; and so fonh. 



II 2D. 
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increase a Business Connection from 4 to 5 
requires an expenditure of 50 HT's.) Any 
changes in a player's Connection Levels must 
be declared toall players. 
CASES: 

(5.1) No Connection Level may aver 
exceed 10. 

(5.2| AC 



M 1) F 



Only the players who have tied re-rofl 
the dice, and only ihc HT's originally spent 
on Initiative are added 10 the dice result. 
[4.2] Player order applies only to the 
Hyperjump, Newa. and Opportunity 



The first player in a Game-Turn does; not 
perform the entire Sequence of Play before 
other players — he only acts flra in the 
Hyperjump and Opportunity Phases, and in 
examining News chits during the News Phase. 
|4.1) The player with The highest 
Initiative determine* the order of the 
Transactions Phase. 

The player with the highest Initiative 
(whether he is the first player or not) deter- 
mines the order in which each commodity is 
dealt with during the Transactions Phase. 

[5.0] Connections 

GENERAL RULE: 

The scenario instructions assign three 
Connection Levels, ranging from through 
10. to each player. These Political. Business, 
and Criminal Connections represent a 
player's ability to read to events and 10 ex- 
ploit unexpected opportunities. A player 
may increase his Connection Levels during 
play and derive certain benefits from his 
Connect tons in various situations. 

PROCEDURE: 

At the beginning of a scenario, each 
player records his Business, Political, and 
Criminal Connections Levels on his Player 
Log. Each player may increase one of his 
Connect ions by one Level in each Investment 
Phase by spending a number of HT's equal 
to 10 times the new Level, and recording the 
new Level on his Player Log. (Example: TO 



[5.9] A player's Reputation Levtl 
changes each time any of hi* 
Connection Levels Is increased. 

A player's Reputation Level h increased 
by 1 each time his Political Connection Level 
Is increased by 1. Reputation is increased by 2 
each time the player's Business Connection 
Level is Increased by 1. Rcputaion is decreas- 
ed by 1 each time a player's Criminal Con- 
nection Led is increased by 1. 
(5.4J Connection Level* directly effect 



■All Connection LcvcrsafTcci a player's abiliry 

loe-ammeNewschits. 
■Criminal Connect ion Level affect (sabotage 

attempts. 

• Political Connection Level affect* Inquiries. 

• Political and Buiincu Connection Lodsaffect 
factory purchase*. 

• Political and Business Connection Levett affect 
aiirmpu to undermine market potitkwii. 



[6.0] News 



GENERAL RULE: 

During each News Phase. Newschilsare 
brought into the game, to provide players 
wiih Opportunities (boih legal and other- 
wise>and to introduce unusual Events. 
PROCEDURE: 

At the beginning of the News Phase, all 
News chits occupying the current Game-Turn 
space arc revealed to all players, and the in- 
structions for each revealed Event chil are 
followed, before the chit is returned to the 
chil pool. Opportunity chin remaining on 
ihc Track arc also returned to the chit pool. 

The first player then rolls ID and halves 
the result, rounding down, and selects the 
number of News chits from the pool (note 
that it is possible for no chits lo be drawn). 
Each drawn chil is placed, with its Connec- 
tion side face-up. on ihc Game-Turn Record 
Track. Note thai each News chit has a num- 
ber on il. indicating how many spaces ahead 
of the current Game-Turn it must be placed. 
For instance, a chit drawn on Game-Turn 5 
and printed with a 2 would be placed on the 
Game- Turn 7 space. 

Eligible players may then declare, in 
Turn Order, ihat they are examining face- 
down New-s chits (including any placed on 
the Track in preceding Game-Turns). A 
player may examine a chil only if he has an 
appropriate Connection Level equal to or 
greater than the Level indicated on the chit. 
(Example: A player needs a Political Con- 
nection of at least 4 to examine a chit marked 
Pol 4.) For each chit a player examines, he 
must immediately pay 5 HT's. Whcncxamin- 
ing a chil. a player looks at the code on the 
back side of ihc chil. and consults the in- 
dicated paragraph in the News Summary to 
determine the chit's effect. A player cannot 



change the stipulations of an Event chit; he is 
simply provided with advance information 
about an event that will occur. A player who 
has examined an Opportunity chit may, 
however, act on it in any Opportunity Phase 
in which the chit remains on the Game-Turn 
Record Track. To do so, he inverts the chil 
during the Opportunity Phase and declares 
that he is taking advantage of the opportuni- 
ty. The chil is then placed beneath the ship 
which Is being used to exploit the opportuni- 
ty (if applicable). 

CASES: 

[6.1] After examining a chit, a player 
may talk about the chit, sell 
Information concerning it, etc. 

He may not ?»o* the chit to another 
player, however. Mote ihan one player can 
examine a chit, if all examining players have 
the necessary connections and all pay 5 HT's. 
Once a player has examined a chit, he may 
examine it at any time. 

(6.21 An Opportunity Chit incftcates that 
e special commodity or s spaceship Is 
available for the player to purchase. 

Chits indicating legal opportunities arc 
fully explained in ihc News Summary. Chits 
indicating illegal goods include slaves, wea- 
pons, and tempus (a potent and highly addic- 
tive timcdilationdrugl- When an illegal com- 
modity is available, the player that takes the 
chit must have a spaceship On Planet in the 
System indicated and must purchase from 1 
io 10 units of the commodity at the price in- 
dicated in the News Summary, He may sell 
ihe goods during any subsequent Opportun- 
ity Phase in which the ship is On Planet in the 
System indicated. The amount received is 
determined by using the Black Market Table 
(16.6). When an illegal hull and/or pods arc 
available, the player that takes ihc chit may 
purchase any of ihe listed equipment On 
Planet in the System indicated. He pays the 
requisite amounts, and the ship is placed On 
Planet. If the player is purchasing pods only, 
he must have a spaceship On Planet on which 
to place the pods. 

[6.3J * P**V*> taking an Opportunity 
chit must use it In some way, even if 
only to buy I commodity unit or pod. 

An Opportunity chit representing a 
commodity is held by the player until ihe 
goods arc sold or lost . The commodii y « kepi 
in a ship (or in a warehouse, if legal), and (he 
number of commodity units represented is 
noted in the Special Commodities section of 
ihe Player Log. Once the goods are sold or 
lost, the chil is returned to the chit pool. All 
Other Opportunity chits are reiurned to the 
pool immediately after ihey have been taken 
advantage of. 



[6.4] Certain Event chit* are r. 
from play after they have been 
revealed and their effects carried out. 

Some Esent chiis. noted as such in the 
News Summary, arc not reiurned to the chit 
pool after one use. All other Eveni chiis are 
returned to the pool after being revealed 
(ihey mayoccur more than once). 

[6.51 1 



Opporturvily end Event c 

Seepage 14. 



[7.0] Spaceships 

GENERAL RULE: 

A complete spaceship includes a hull 
and a number of pods. Each hull possesses a 
sub-light engine, a bridge with navigation 
equipment, and crew quarters. A pod is a 
com pan men i, serving a specific function, 
ihai b attached to or enclosed in a hull. Spe- 
cific attributes of a variety of hull and pod 
lypes are listed on the Spaceship Hull and 
Pod Characteristics Summary. 
CASES: 

|7.l] Each hull type la rated for the 



Pod Capacity. The maximum number of 
pods that may be attached to it at anytime. 
Irrtereeptfon Rating. A measure of the 
ship's ability to engage in high-acceleration 
maneuvers. Used when attempting to inter- 
cept an enemy ship and when attempting to 
avoid enemy interception. 
Craw. The number of S-man crew groups re- 
quired 10 operate the hull. 
Combat Strangtti. A quantification of the 
quality of the hull's weaponry'. 
Protection Rating. A quantification of the 
hull's armor and forccfield quality. 
Cargo Capacity. The number of cargo units 
the hull may hold. An N indicates that the 
hull may carry any amount of monopolcs. 
spice and i em pus only. 

The cost tin HT's) to purchase and 
repair the hull is abo listed. 
|? .21 The Piccolo, Fkita, Corco Gamma, 
and Daggar holla are streamlined. 

A streamlined hull can function ina pla- 
net 's atmosphere. Thus, 2 is added toihedice 
rollduringa Smuggling Check (sec 16.0). 
|7.J| Tha Daggar, Sword, and Spaar 
hulk ara military hula, and illegal. 

Illegal Hulls (and pods) may be acquired 
only through an Opportunity chit or from 
another player. A spaceship with an illegal 
hull (or pods) may not enter a Spaceport with 
a Law Level of J or 4, and may be rcpaited 
only at Tau Cei i Spaceport . 
VA\ Each pod type is rated for tha 

Combat Strength. Added to the Combat 
Strength ofthe hull. Four pod typo have two 
Combat Strengths. The fitsi is its normal 
Combat Sttength (when not using missiles). 
The second (parenthesized) is its Missile 
Combat Strength. 

Crew. The number of crew groups required 
tooperatethepod. 

The cost (in HT's) to purchase the pod Is list- 
ed. All pods cost 10 HT's to repair. 
(7.5) The Hunter, Heavy Weapons. 
Arsenal, and Battle Comm. Pod* are 
military, and Ulegal. 
(7.61 The following poda have special 
attributes: 

Augmented Jump. Increases the Hyper- 
jump Chance by 2. Every hull in SiarTradf 
has a Standard Jump Pod. Thus, adding an 
Augmented Jump Pod to a hull does not 
count against its pod capacity (n replaces the 
standard one). 
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Catgo. Holds 2 cargo units. 
Passenger. Holds 2 passenger (or 2 slave) 
groups. 

Battle Communications. Used to jam 
enemy radat and communications and to 
track enemy ships. Increases hull's Intercep- 
tion Rating by 1, Adds 2 to dice roll during 
Federal Patrol Check. Adds 3 10 dice roll 
during Smuggling Check. Presents Reputa- 
tion level reduction when intercepting. 
[7.71 The Summary of Spaceship Hul 
and Pod Characteristics lists tha ma(or 
attrlbutee of all hull and pod types. 

See Display Sheet. 
[7.8] Damaged huh* and pods may be 
repaired at any Spaceport that has a 
Shipysrd. 

Any amount of damage lo a hull ot pod 
can be repaired in a single Investment Phase 
by paying the requisite amount. An illegal 
hull oi pod may be repaired only at the Tau 
Ccii spaceport. 



18.0] Building Spaceships 

GENERAL RULE: 

Players may receive spaceships ai the 
beginning of play, pet scenario instructions. 
Spaceships may abo be purchased during 
play at any Spaceport with a Shipyard. 

PROCEDURE: 

During the Investment Phase, a player 
decides what hull (and pods, up to the hull's 
pod capacity) he wishes io purchase, chooses 
ihe class of ere» ihai will man the ship, and 

pays Tor all this immediately. He then fills out 
a spaceship record (on the Player Log) and 
places a spaceship counter in any Shipyard. 
The spaceship is moved from the Shipyard to 
the Spaceport in the same System during the 
Investment Phase of the following. Game- 
Turn. While in a Shipyard, a ship may nor be 
used for any purpose. The sections of a 
spaceship record arc filled out as follows: 
■The Spaceship Number matches that on the 
counter. Any spaceship counter noi cunrnil) in 
playmaybrused. 

•The Hull type. Protection Rating, and Inierccpi 
Rating are taken directly from inc Summary of 
Characi crimes. II (he spaceship has a Banle 
Comm Pod, Increase ihe Intercept ion Rating by 1. 
•The Careo Capacity equals the raiingof the hull 
plusj fix each attached Catgo Pod. 
•The Passenger Capacity equals twice ihe number 
of aiiechcd Pastcnier Pods. 
•Two Combat Strengths are noied. The normal 
Combai Srrcngih equals ihe sum o( all unparen- 
thesired Combat Strengths »' the hull and pods 
The Missile (parenihcsWcd) Combat Strength 
equals ihe sum of all pareni hesl/rd Combai 
StrengiBiofihepods. 

■ The number of Crew Croups noted equals ihe 
sum of ihai for the hull and all ihe pods. The 
chosen Crew Class Is on ihe other side of ihe slash. 
•The names o I all theehosen pods are noied. 
• The Damage space is only used when i he ship sus- 
tain* damage: ignore ii in filling out ihe record. 
CASES: 

(8.l| An M legal hull or pod may be 
purchaeed only as the result of an 
Opportunity chit or from a playsr. 

New illegal ships are placed in live On 
Planet box upon purchase. They may be used 
immediately upon purchase. 




paid for immediately. 



|H.3J A hull may carry any number of 
pods, up to Hs listed pod capacity. 

A hull may be purchased without any 
pods, and pods may be purchased in subse- 
quent Game-Turns. A spaceship need occupy 
a Shipyard only when its hull is first built; 
any subsequent pod additions or replace- 
ments do not require a turn in the Shipyard. 
Pods may be traded between spaceships in 
the same Spaceport at any time. Legal pods 
may be stored in a warehouse; a stored pod 
equalsBcargo units. 

[M] Pods and hula may be sold In 
■ny Spaceport. 

Pods and hulls may always be sold or 
traded among players for whatever price is 
agreed upon. Additionally, a player may sell 
a pod, hull, or entire spaceship to ihe market 
during the Investment Phase. To do so. he 
rolls 3D, subtracts the Spaceport Class, and 
multiplies ihe result by 10 to determine the 
percenrufe of the item's list price that he 
receives. The player makes one roll for all the 
items he wishes to sell in a single Spaceport in 
one Investment Phase. Once he rolls the dice, 
he must sell all the items declared, even if the 
price is not io his liking. Spaceship crews and 
commodiiies aboard a ship arc not sold in 
this manner (crew bounty may not be 
recouped when selling a ship to the market in 
this manner; the crew is lost). 
|S. 51 Isegal pods and hues may be sold 
only On Planet. 

The procedure fot selling illegal 
spaceships to the market is identical to that 
detailed in 8,4, 

|H 61 Every spaceship must hava a craw. 

There arc four Crew Classes: A, B, C, 
and D. Crew Class modifies the chance of a 
successful hyper)ump (9.4), and may modify 
a ship's Rating (10.1). Each crew costs a 
specific bounty to purchase. Whenever a 
spaceship is purchased, the purchasing 
player must hire a crew. He chooses the Crew- 
Class he desires and pays a number of HT's 
equal to the bounty listed on the Crew Chan 
times the number of crew groups his ship re- 
quires. The bounty is a one-time charge. 
However, if the pods on a spaceship are 
changed, increasing the number of crew 
gi oups required, additional bounty equal to 
the crew group increase times the bounty for 
the same Crew Class must be paid im- 
mediately. If the number of crew groups re- 
quired decreases, no rebate is received. 
|8.71 The Craw Class of a ship in a 
Spaceport may be ""proved by paying 
a new bounty. 

Paying a new bounty represents hiring a 
new crew. The total HT cost is calculated as 
in 8.6. No rebate for bounty previously paid 

|8.8| The players may agree to pay 
craw salary throughout the game 
instead of bounty (Optional Rule). 

If this option is chosen, no bounty is 
paid upon spaceship purchase. Instead, each 
player must pay salary to the crew of each of 
his spaceships during every Investment 
Phase. The salary of a spaceship's cress 
equals that lisicd for the appropriate Crew 



Class on ihcCrcw Chan limes ihc number ol 
crew groups in ihc ship. Salary need not be 
paid fof a new spaceship crew until the firsi 
Game-Turn that ihc ship leaves a Spaceport 
or an On Planet bo*; il then must be paid 
every Game-Turn. If a player does nol pay 
ihc requisite salary (or a spaceship's crew, the 
crew is immediately lost, and the player loses 
2 Reputation Points. If a spaceship is On 
Planet or in a System Space bo* when its 
crew is lost, lhcship<and all aboard) are lost. 
[8.9] The Crew Chart lists bounties and 



See Display Sheet. 



[9.0] Hypeijumping 

GENERAL RULE: 

During the Hypcrjump Phase, every 
spaceship may attempt to move to any bo* in 
any System. If a ship enters a System Space 
area occupied by enemy ships, the enemy 
player may check for interception. If a ship 
jump*, into an On Planet box. the owning 
player must conduct a Smuggling Check 
(16.0). 

PROCEDURE: 

Players take turns moving their ships 
(Turn Order) by picking them up and declar- 
ing which System and area (Spaceport. 
System Space, or On Planet) each is moving 
to. Each player completes the moves of all his 
ships before the next player begins. 
Whenever a ship Is moved to a dilferenl 
System, the player rolls 20 and compares the 
result to the Hypcrjump Chance listed for the 
destination System. The Hypcrjump Chance 
may be increased, depending on the quality 
of ihc ship's crew or if it possesses an 
Augmented Jump Pod. If the dice result is 
equal to or less than the modified chance, the 
jump is successful; if the result is greater than 
the chance, the ship is nol moved and its 
counter is Inverted. If a ship is moving bet- 
ween boxes in ihc same System, no roll is 
necessary (unless entering an On Planet box, 
in which case a Smuggling Check must be 
conducted). 
CASES: 

|9.1) A player with a atrip tnmt 
Specs box mint declare If ha is 



He may not wait to see whai other 
moves are made, and he may no< aiicmpi to 
intercept a ship leaving any box in ihe 
System. If more than one player has a ship in 
a System Space box, the players declare in 
Turn Order. If no player attempts intercep- 
tion, ihc incoming ship may proceed to ihc 
Spaceport or On Planet box (or may itself re- 
main in the System Space box). 
|9.2] A epeceehip that fella a hyperjump 
la Inverted and may not be used at aH 
for the remainder of the Oame-TUm. 

It remains at its point of origin. No com- 
modities, passengers, agents, or pods may be 
removed from the ship or placed aboard the 
ship, ll participates in no game functions for 
the rest of the turn. At the end of the Game- 
Turn, the counter is rc-imertcdio its front. 
'.' )| Certain Spaceporta possess a Safe 
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Any lime a spaceship enters such a 
Spaceport, Ihe owning player may pay 5 
HT's and place his ship in Safe Berth. A 
spaceship already in a Spaccpott may be put 
in Safe Berth (at a cost of 5 HT) during the 
Hypcrjump Phase. A spaceship in Safe Bcrih 
may nol be sabotaged; in all other respects, 
the ship is consideted io occupy the Space- 
port. Five HT's must be paid each Game- 
Turn (during the Hypcrjump Phase) that a 
player wishes to keep a ship in Safe Berth. 
Any number of spaceships may occupy a 
Safe Berth. 

LM The Hyparjump Summary lists all 
the modifiers that may increase the 
Hyperiump Chance. 

Sec Display Sheet. 



[10.0] Interception 
and Combat 

GENERAL RULE: 

During the Hypcrjump Phase, a 
spaceship in a System Space box may attempt 
io Intercept an enemy spaceship(s) hypei- 
jumping into the System. If interception oc- 
curs, combat may be initiated by cither 
spaceship. 
PROCEDURE: 



Wb 



i-rjiii 



System, all players with ships in ihai Sys 
Space box declare (Turn Order) whether or 
not i hey are attcmpiing to intercept the in- 
coming ship. The intercepting and incoming 
players each roll a die. adding the highest In- 
terception Rating of any one of his ships in 
the System Space box to his roll. If the in- 
coming player's total is higher than each of 
the intercepting players' totals, ihe incoming 
ship is placed in the Spaceport, On Planet, or 
System Space box (owning player's choice). 
If (he incoming player's total is equal io or 
less than the intercepting players' totals, the 
incoming ship must stay in ihc System Space 
box, and combat may occur. The involved 
players declare (Initiative Order) whether or 
not i hey are firing on one another. If neither 
chooses to rue. combat does not occur 
(although at any point in the Phase that 
another ship enters the System Space box or 
during any other Hypcrjump Phase, the 
players have additional opportunity lo 
declare fire). The fust player io declare (ire 
conducts the Tire; after resolving ihe fire, 
combat is conducted in Combat Rounds. In 
each Combat Round, the players have their 
ships fire (Initiative Order) using ihe follow- 
ing procedure: 

1. The firing player dcelare* which ship in the 
Sywem Space box each of hit ships » firing at and 
whether hehconductinf normal or missile 'lie. 

2. For each firing ship, he rolK ID and adds the 
ship's normal or missile Combat Strength (as 
declared) in ihe die result. 

3. Themcdiricddlerefultiscrau-refereneedwiih 
the Protection Rauntof the target ship to find the 
number ot hits ihc largci ship recedes. ITm-ssilcs 
were used, ihc firing player rolls 10 again: it ihis 
second resuli ii equal io or leu than the number pf 
hilt ihe largei incurred in thai Round, the tared 
ship is completely destiny ed. Otherwise, the hils 
are immediately applied «< the target ship as 
damage(seell.O). 



After all of one player's ships have fired, 
ihc next playet may fire with any of his sur- 
viving ships, etc. This procedure continues 
for any number of Combat Rounds until no 
participating player is both willing and able 
tocont.nuefi.e. 
CASES: 
[10.11 Tl 



aption Rating of a 
s that of ha hul. with 



+ 1 if ihc ship has a Bat lie Comm Pod 
* 1 if ihc ship has a Class A crew 
- 1 if the shiphasa Class Dcrew 



System Space box automatically 
intercepts any ships already In the bos. 

Any ships voluntarily in a System Space 
box have inter cepied eaeh oiher; iheymay.ai 
their option, have combat. 
1 10.31 During the Inquiry Phase, 
federel patrol aweepe may force each 
ship in a System Space bos to leave. 

Each player with a spaceship in a System 
Space box must roll 2D for each ship. If the 
dice result is equal io or less than the 

immediately moved to the Spaceport box. If 
the ship is illegal and the Spaceport's Law 
Level is 3 or 4, the player must attempt to 
land it On Planei in the System (16.0). If a 
legal or illegal ship is forced to move by a 
Patrol Sweep, the owning player immediate- 
ly loses Reputation Levels equal to the dice 
result. If the dice result is greater than the 
Patrol Value of the System, nothing happens 
to the ship, and no Reputation is losi. If a 
spaceship has a Battle Comm Pod. 2 is added 
to the dice result . Note that Mu Hcrculis has 
no Patrol Value; if an event calls fof in- 
creases to Patrol Values, increase Mu Her- 
CUlb' Patrol Value from 0. 
[10.4| Combat c 
ships occupying tl 
Space box. 

A player is never required to fire with 
any of his ships, even if he is fired on by 
another player's ship. If a spaceship thai has 
unsuccessfully attempted to avoid intercep- 
tion is involved in combat without being 
destroyed, it may leave ihc System Space box 
and go io the System's Spaceport or On 
Planet box in the same Hypcrjump Phase. 
[10.51 Rre Is conducted and hits are 
applied one ship ate time. 

Each ship may fire at only one target 
during a given Combat Round, but may fire 
any number of limes during an entire Attack 
Segment. Each ship fires independently of 
other ships (even ihose firing at the same 
target in the same Round). Combat is not 
simultaneous. A ship damaged during a 
Combat Round may have a reduced Combai 
Strength if it fires later in the Round (or ii 
may not be able to fire at all). A player with 
more than one ship in a combat may see the 
results of one ship's fire before committing 
the fire of another ship. 
[10.61 A player may lose Reputation 



When a player attempts interception of 
an incoming ship thai does not wish io be in- 
tercepted, he musi roll 2D to find how many 



Reputation Points he loses. (Enception: If 
the intercepting ship has a Batik Comm Pod. 
this roll Is not conducted.) 

When a player lite* ai a ship that at- 
tempted to avoid interception, he must roll 
3D 10 find how many Reputation Points he 
loses (a Battle Comm Pod does not prcs-ent 
this roll). 

[10.71 Ik* Combat I 
to resolve each fire. 

See Display Sheet. 



[11.0] Damage 

and Salvage 

GENERAL RULE: 

Resultsonihc Combat Results Table arc 
expressed in terms of hits. When a ship 
receives hits, the owning player must allocate 
them among the vhip's hull and pods as 
damage. A pod is damaged when it receives 
its first hit. and ii is destroyed when ii 
receives its second hit. A hull can receive a 
number of hits up to its Protection Rating 
without being impaired. When the number 
or hilt a hull receives exceeds its Protection 
Rating, it is destroyed. 
CASES: 

[1 1 .1| Spaceship damage la always 
allocated by the ownnitj player. 

All damage must be allocated, and no 
more than 2 hits may be allocated to any 
single pod. 

[1 1.2] A hull suffers no disability from 
bains damaged, but If destroyed, the 
on tiro ship )■ destroyed. 

Thus, a ship with a Protection Rating of 
3 could lake up In 3 hits to its hull without 
suffering harm. The hull would retain these 
hits until repaired (see 7.8). A fourth hit to 
the hull would destroy the entire ship. If a 
ship is destroyed, itscounterw removed from 
the map, and in ship record is crossed out. 
Any commodities aboard the ship should be 
set aside until the end of combat in case 
saJvagc is attempted. 

III.}) Ha pod to damaged, It no longer 
has any effect on play. 

It no longer contributes tosvard the 
ship's Combat Strength, cargo capacity, etc. 
(until the pod Is repaired; 7.8). If a damaged 
pod takes another hit. or if an undamaged 
pod takes two hits, ii is destroyed; erase it 
from the ship record. If damage to a pod or 
pods reduces a ship's cargo capacity to the 
point where it cannot carry all the com- 
modities aboard, the owning player must 
rcmo>c excess commodities from the ship 
(set them aside for possible salvage). A player 
sutlers no special penalty if a Passcngei pod 
(occupied or unoccupied) is damaged or 
destroyed. 

|l 1.4] Cargo from destroyed or 
Is and pods may be 



When a ship's cargo capacity is reduced, 
excess commodities are placed aside. Com- 
modities aboard whole ships that arc 
destroyed are also placed aside. (Exception: 
Cargo aboard a ship that was destroyed by 
missiles is removed from play; it may not be 
salvaged.) Once all stray cargo has been 
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assembled after a combat. 2D is rolled for 
each type of commodity present; 2 is sub- 
tracted from the roil, and the modified result 
is multiplied by 10 This is the percentage of 
that type of commodity that can be salvaged 
(round fractions up). Example: A ship car- 
rying 5 units or Spice is destroyed. A 2D roll 
results in a 6. which means that 40% — or 2 
units — of the Spice may be salvaged. 
II -| Any ships that participated in a 



, player may "dump" commodities 
from his ship in order to make room for 
salvage. Players can transfer commodities 
among their ships occupying the same 
System Space box during any Salvage Seg- 
ment. If more than one player's ships are 
capable of taking salvage, the players choose 
their salvage in Initiative Order. 



[12.0] Trade 

GENERAL RULE: 

Commodities may always be sold or ex- 
changed among playcrsai whatever terms are 
mutually agreeable. The largest volume of 
trade any player conducts, however, will 
usually be with System markets in 
Monopolcs. Spice. Isotopes, and Alloys. 
Every commodity that has a market in a 
System has a Supply/Demand (S/D) 
Modifier (printed on the Commodity Price 
marker). The current price of every com- 
modity is noted on each System's Price 
Track. 



rg * 9 » 



PROCEDURE; 

During each Bid Phase, each player 
secretly writes down what trades he will be in- 
terested in conducting in System Mcnopoic. 
Spice. Isotope, and Alloy markets, noting 
the System, commodity, whether he want* to 
buy or sell, and the price he is offering or 
seeking, i Example a player may write 
"Buy Gamma Lcporis Alloys at 16" as pa" 
of his orders for a turn.) The players' orders 
are then set aside until the Transactions 
Phase, at which point they are all revealed. 
The following sequence is then performed 
for every commodity ai each System: 
1 Roll 2D. adding the result io ihe commodity's 
S/D Modifier. The S'D marker is ihen placed In 
ihe S/D Index space on ihe Supply/ Demand Track 
o>r respond ingtisthit total. 

2. If (here -ere no bids to buy or xii rhe com. 
modily in ihe System, the Price Modifier on ihe 
Tract K noted, and ihe commodity's price r> 
modified accordingly (Example: I' ihe S'D 
marker was on rhe . 3 box of ihe Track, ihe com- 
modity's price -ould go down by f.) Player* then 
move on to handle the next commodity. Other- 
wise. Step 3 it performed. 

J. It tha S/D markar is mt or higher The 

player who bid ihe greaicu amount to purchase 
ha* ihe option io buy ihe commodity. The amount 
he may buy i> calculated as follows: Thecornmodi. 
ty's current price is subtracted from ihe amount 
offered, and ihe bo. furthest to ihe Ap/ron rhe S'D 
Track with a Price Modifier corresponding io thai 
difference ii located. If the S/D marker is io ihe 
left of (or occupies) thai bot. none of ihe com- 



of the commodity may be purchased for each p.*.- 
ikm ihe S/D marker Is to ihe right of the box. For 
every unit the player chooses to buy. he pay* ihe 
amooni he bid. and the S/D marker Is moved one 

It the S/D marker it at loss than the 

rcscrse procedure applies; the player who offered 
to left ai ihe lowev price has the option Id sell ihe 
commodity in question. The amount he may *dl is 
calculated as follow*: The commodity's current 
price is vut>ir acted from the amount ihe player 
wanis for each unit, and ihe b»v furthest M ihe 
war on ihe S/D Trad wiih a Price Modifier cw- 
responding to the difference is louurd. If ihe S/D 
marker is io ihe right of lor occupies) ihai bin. 
none of Hie commodity may be sold by ihe player. 
If ihe S/D marker « 10 ihe left of ihai box. 
however, 1 unii of ihe commodity may be sold for 
each position the S/D marker is to ihe lefl of ihe 
box. For every unit ihe player chooses to sell, he 
tcceises ihe amount he offered io sell for. mvd the 
S/D marker is moved one posit ionioihe right. 

This step is performed once for each bid 
placed by a player for the commodity at the 
System in question. 



coMMOorrv Monopolcs at Mu Hcrculis (S/D 
Modifier of -4»Th*currentpriceisO. 
Three player* announce DhSs thai they hovepec*- 
oudy noted on ihetr Player Lot, 
saxxM Player A bid* 12 to buy. Player B bids M 
tobuy.Pla>erCbkls10t°sell. 
7Tie dice roll fit 10 added to the S/D Mod,- 

fierof -4. few/Hi" -4. The S/D marker Is mov- 
ed to the * 6 space of ihe Supply /Demand Tratk . 
Since the S/D marker is at treater than zero, the 
player w,ih ihe htghett Old to buy tpiayer 6) ton 
first. 

nana a Bid ol ». minus current pr.ee of 13. is 
• 3. The farthest space to the left with a Prke 
Modifier of -3<the space) is W spaces from 
ihe current pent lion of the S/D marker (in Ihe *• 
space). Player B may buy a ma.imum of 14 units. 
He buys 7 units at a cosi of IO HT'. (7 times his 
bsd of W). and ihe S'D market is moved 7 spaces 
totheleft.tothe -Ispacc. 

Because the S/D marker a noi at lea than cero. 
ihe player bidding rW» io sell tpiayer C, hat an 
opportunity to trade. 

•xAVra c Bid of W. minus current price of 13 is 
-3. The fanhest space to the Hahi with a Price 
Modifier of -3 (the . W space) « If spaces from 
the current postion of the S/D marker (in the -1 
space). Player C may sell a maximum of 11 units. 
He veils 3 unitsat a price of 30 NT's (3 times his bid 
ol W*. and the S/D marker is moved 3 spaces to the 
rirjht. loihe .2space. 

Player A cannot bay Mu HenuliS Monopoha on 
this turn, because hit bid of 12. minus the current 
price of 13. fi - 1 ; ihe space farthest to the left 
*Hk a Price Modifier of -Ms the 'Ispace.and 
that space is currently occupied by the S/D mark- 
er. Trade in Mu Hermits Monopoles ii ended for 
this turn. 

cults Monopolcs has ended for ihe turn, the Price 
Modifict — taken from the »p»ce occupied by the 
S/D marker at the end of rrade — is applied to Ihe 
commodity's price. The Modifier Is -1. so the 
price of drops from t3 to 12. 

4. After all purchases and sale* have been com- 
pteicd. rhe commodity's price is altered by ihe 
Price Modifier in ihe bos currently occupied by 
the S'D marker. (In ihe example of Step J. ihe 
price would be reduced by I.) Current prices are 
adjusted by moving ihe commodity'* Price marker 



nhe System's Price Track. 



CASES: 

1 12. 1 1 A player need not have a 
spaceship or warehouse in a System in 
order to bid there. 

However, if a player bid* to buy aivd 
■hen ii h possible for him 10 buy, he must 
purchase at least one unit. If he has no place 
10 store the purchased unit, it H immediately 
lost. If a player bids to sell and it is then 
possible for him to sell, he must sell at least 
one unit, unless he has no units of that com- 
modity in thai System (in which case this 
restriction is ignored). No player can bid to 
both buy and sell the same commodity in the 
same System on a given turn. Legal com- 
modities purchased may be placed in a 
spaceship in a Spaceport or in a warehouse. 
Legal commodities aboard a spaceship in 
System Space or On Planet may not be sold. 
|I2.2| A commodity* price can never 
go above 20 or below 1. 

Players may noi offer to buy or sell a 
commodity at a price higher than 20. or 
lower than 1. In addition, if any Price 
Modifier (of any son) would push a com- 
modity's price above 20 or below 1, the 
modifier pushes the price only to 20 or 1 
(respectively), and no further. 
(12.31 If mora than one player bids the 
same amount to perform the seme 
transection, the player with higher 
Initiative hea the first option. 
112.4| H all buyers have been given the 
option to purchase a commodity, 
potential sellers may attempt to sen 
the commodity, even tf the S/D marker 
to at or above 0. 

This is an exception to Step 3 of the Pro- 
cedure. The same applies in ihe reverse sima- 
tion. If all sellers have been given the option 
to sell a commodity, potential buyers may at- 
tempt to buy it. even if the S/D marker is 
below 0. Such purchases are still conducted 
in order of the highest bid first, and sale* arc 
still conducted in order of the lowest bid first. 
112.51' 

h the S/D 

L 

A player could not, for instance, sell 8 
units of a commodity if the S/D marker was 
at +15, regardless of Ihe amount he offers; 
ihe most he could sell would be3 units. 



[13.0] Market Positions 

GENERAL RULE: 

A player who trades in large volumes at 
a particular market will develop advantages 
over other players w ho arc not as experienced 
in that market . Such an advantage is called a 
market position. There are three ranks of 
market position: Dealer. Contractor, and 
Market Manager. 
PROCEDURE: 

Whenever a player buys or sells 6 or 
more units of a kgal commodity in a single 
transaction at a particular market, there is a 
chance that he will gain a market position. 
The player rolls 2D. If the total is less than or 
equal to the amount of units involved in ihe 
transaction, the player immediately rises one 
rank in market position (from nothing to 
Dealer, from Dealer to Contractor, or from 
Contractor to Market Manager). A player** 
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market position should be noted on the ap- 
propriate System Display. A Market 
Manager may gain no further rank in that 
commodity in iliat System. Note: A player is 
never forced to rise in market position. 
CASES: 

|I3.I| No more then one market 
position rank may be gained by a 
player in any one commodity in a 
System in a given Game-Turn. 
|13.2| No more than one player may be 
the Market Manager for a particular 
commodity at a System at one time. 

If a Contractor would, by the normal 
procedure, rise to Market Manager rank, but 
there is already a Market Manager for the 
commodity in the System, instead of the 
Contractor rising in rank, the Market 
Manager falls to Contractor Status. Any 
number of players may be Dealers and Con- 
tractors in a particular market. 
113.1] Whenever e player rises in 
market position, he immediately &dds 1 
to hie Business Connection Level, 
adding the ueual 2 Repute tion Levels. 
(13.4) The De4 



i special edventege. 
113.5) A Contractor has a special 
purchase/seie option. 

After all players* bids have been reveal- 
ed and executed, and a commodity's price 
has been adjusted as a result of the Price 
Modifier on the S/D Track, a Contractor has 
the option to buy or sell up to S units at the 
current price. This option may be exercised 
only if the Contractor did not bid for the 
commodity earlier in the turn. Purchases or 
sales by Contractors utilizing this special op- 
tion do not affect the prices of the com- 
modities to which they pertain. 
[ 1 3 .6) A Market Manager may examine 
ell other bids before declaring his own. 

If a player Is a Market Manager for a 
commodity in a System, he never needs to 
write a bid for the commodity in that System. 
At the beginning of the Transactions Phase, 
he examines the other players' bids (for the 
commodity at that System only), and 
declares any bid of his own. Regardless ol 
whether or not a Matket Manager bids for a 
commodity, he may use the Contractor's 
bonus ability. 

|I3.T| A player may attempt to 
undermine another player' s market 
position during the Opportunity Phase. 

To do so, the player must have higher 
Business or Political Connections than Ihe 
player he is attempting to undermine. The 
player declares which specific market posi- 
tion and player he is attempting to under- 
mine, and whether Business or Political Con- 
nections arc being used. (Example: "Player 
C in Tau Ccti, Isotopes, with Business Con- 
nections.") He then expends 20 HT's and 
tolls 1D. II the die result is less than the dif- 
ference between the opposing players* 
Business or Political Connection Levels 
(whichever was declared by the underminer). 
the victim's market position is reduced one 
rank, and the victim's Reputation Level is 
reduced by 2. If the die result is equal to or 
greater than the difference, the undermining 
player loses a number of Reputation Levels 
equal to the amount by which the result fail- 



ed. (Example: If the Connection Level dif- 
ference is 5 and a 6 is rolled, the undermining 
player loses 2 Reputation Levels.) A player 
may make no more than one market position 
undermining attempt per Game-Turn. 

[14.0] Storage 

GENERAL RULE: 

Whenever a player buys commodities 
from another player or from a market, the 
units must be stored, either in a warehouse (if 
ihe transaction took place in a Spaceport) or 
in a spaceships the purchaser has one in the 
box where the transact ion took place). 



CASES: 

(14. 1 1 A player may purchase one 
warehouse unit for 20 Hi s. 

The purchase of such units is noted by 
placing a Warehouse marker of the ap- 
propriate denomination in the player's por- 
tion of any System's Warehouse Track. Once 
placed, warehouse units may not be transfer- 
red among Systems. They may be sold, trad- 
ed, or loaned to other players, in which case 
the marker is moved to the new owner's por- 
tion of the Warehouse Track. 
[14.21 Every unit of warehouse capacity 
has a cargo capacity of 10 (equal to 10 
units of ship cargo capacity I. 

The presence of commodity units in a 
warehouse is noted by placing a Commodity 
chit corresponding to the appropriate 
denomination of the commodity beneath the 
Warehouse marker. 

[14.31 Each warehouse unit can hold 10 
units of Alloys or Isotopes, end any 
quantity of Monopc4es and Spice. 

Illegal commodities and pods may not 
be stored in warehouse*. A Cargo Pod can 
hold 2 units of Alloys. Isotope*, or Weapons. 
Monopoles, Spice, and Tempos effectively 
take up no space, so long as some storage 
facility is available to store them. Thus, any 
vhip may carry any quantity of these three 
commodities. These commodities may not be 
stored in a System's Spaceport box if there is 
no shipor warehoused! all to keep them in. 
(14.4) Cor 



A player may buy a commodity inexcess 
of his capacity to store it in anticipation of 
selling some other commodity to make room 
for his purchase. Any commodity units that 
cannot be sioted at the end of the Trans- 
actions Phase, however, are lost. 
|I4.5) Commodities stored In a 
warehouse may be eoM in the System's 
market or transferred to spaceships in 
the System's Spaceport (end vice 
vena) at any time. 

Commodities may not be transferred 
from an On Planet box to a Spaceport or 
warehouse, nor vice versa. 
114.6) F 



Each pod stored in a warehouse reduces 
Use warehouse"* cargo capacity by 6. Pods 
stored in a watehouse may be freely switched 
on and off ships in the System's Spacepott 
during any Investment Phase. 



[15.0] Passengers 

GENERAL RULE: 

Ships may catty passengers. For profit, 
between Star Systems. 
PROCEDURE: 

The number of passenger groups 
wishing 10 go between any iwo Systems each 
Game-Turn equals (he sum of both Systems' 
Spaceport Classes. During an Opponunity 
Phase, a player may declare aloud (Initiative 
Order) that he is transport inganv or all of ihe 
available passengers. He immediately 
receives 5 HT's foe each passenger group, but 
he musi attempt to hypcrjump to the 
Spacepon of the announced destinaiion 
System in the new Hypcrjump Phase. Exam- 
ple: A playet wants to transport passcngcts 
from Beta Hydti 10 Epsilon Eridani. The 
sum of (hose Systems" Spaceport grades is 7, 
and thus 7 passenger groups are available for 
transport. The player takes on 4. immediate- 
ly receiving 20 HT's. He also assumes the 
obligation to attempt to jump from Beta 
Hydii to Epsilon Etidani in the next turn. 
Another player could take the remaining 3 
passenger groups. 
CASES: 

|IS. I| H * spaceship that taken on 
passengers falls to arrive In Ihe 
Spaceport of the destination System, 
the ship's owner immediately forfeit, 
twfce the amount of HTs he claimed In 



If he has insufficient assets, he loses all 
asseishc has. ignoring (he excess. 
115.21 A ship may lake on 2 1 

IIS.JIAP . 
passengers (Including thoee offered by 
Opportunity chit.) H hkt Reputation 
level is below 15. 



[16.0] Smuggling 



GENERAL RULE: 

A player will frequently be able to 
realize his largest profits through smuggling 
illegal commodities, although a substantial 
risk is involved in such transactions. Illegal 
commodities may be purchased and sold on- 
ly in On Planet boxes. Whenever a player 
declares that one of his ships is cnicttng a 
System's On Planet box, the owning player 
must conduct a Smuggling Check to deter- 
mine whether or not the ship is intercepted by 
federal authorities. Illegal commodities may 
be Introduced to the game only thiough Op- 
portunity chits. The prices of illegal com- 
modities are determined by the Black Maikct 
Table, not the normal trade procedure. 

PROCEDURE: 

Whenever a ship enters a System's On 
Planet box, the owning player tolls 2D: the 
player adds 3 to this roll if the ship has one or 
more undamaged Battle Comm Pods, and 2 
is added if the ship is streamlined. If this 
modified roll is greater than the System's 
Security Rating, the ship arrives safely; if the 
roll exactly equals the total, the ship is in- 
stead placed in the System's Spacepon, in 
which CSM the owning player immediately 
loses 2D from his Reputation Level and loses 
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any illegal commoditks (including slaves) 
aboard the ship — they ate considered jet- 
tisoned. Any illegal hulls or pods aie also 
lost. If the modified roll is less than the 
System's Security Rating, the ship is lost with 
all cargo, and the owning player loses 3D 
from his Reputation Level. 

Whenever illegal commodities are in. 
i reduced, the following information is pro- 
vtded: the System On Planer box in which the 
commodity is available; the price at which it 
is available: and where the commodity is to 
be sold. Once an illegal commodity has been 
transported to its destination System's On 
Planet box. the owning player rolls against 
the Black Market Table during any Oppor- 
tunity Phase in determine the price he 



CASES: 

|I6 .11 Up to 10 unit, of an illegal 
commodity may be purchased each 
time H is offered by a chit. 
1 16.2) An -legal commodity may only 
b^W^^Wack market terhanQn 

in the opportunity. 

During ihe Opportunity Phase, (he 
owning player tolls ID and refers 10 ihe 
Black Market Table to find how many HT's 
per unit he receives for the illegal com- 
modities. Once he uses the Black Market 
Tabic, ihe player must sell all he has of ihe 
commodity to the black markci ai the listed 
price. 

|I6 3| Illegal commodities may be sold 
or traded among players. 

This may be done only if boih players 
have spaceships b ihe same On Planet box. 
If units of a specific illegal commodity arc 
split between iwo players, subsequent sale of 
thai commodity to the black market is handl- 
ed as if only one playet possessed the com- 
modity. Thai is, the price derived from ihe 
Black Market Table by the playet who first 
sells his portion of ihe commodity must be 
accepted by all other players who wish 10 sell 
I heir portion. 

|I6.4) The sale of NIegal pods and hull, 
uses the procedure described in 8.4. 
116.51 If a ship with en illegal hull or 
pode k attempting to enter an On 
Planet box and receive. > jettison 
result, the entire ship is confiscate. 
[I6.6| Black Market Table 
See Display Sheet. 



[17.0] Agents 



(ILNF.RAl RUI 1": 

Players begin a number of scenarios 
with special agents. Players can also acquire 
new agents duting an Opportunity Phase. 
Each agent has a special effect on play, 
detailed on the Agent Chan. 
PROCEDURE: 

A player may declare that he is attempt- 
ing lo acquire an agent once during each Op- 
portunity Phase. He then states the amount 
of money he is willing lo spend to acquire the 
agent and rolls 2D: if the roll, multiplied by 
5, is less ihan or equal to ihe amount stated, 
the player picks an agent at random from 



those remaining in the agent pool. If ihe roll 
is higher than the amount staled, he may not 
draw an agent . In either case, the player ex- 
pends the amount he has declared. 
CASES: 

||7.l] Agent, may be traded or loaned 



||7.2| At any given time, an agent must 
be in a specific location. 

He can be aboard a ship (indicated by 
placing him beneath ihe ship's counter), in a 
Spaceport, or On Planet. An ageni may not 
occupy a System Space box unless he is 
aboard a ship. 

117.3) Agents may be transported 
between locations. 

An ageni takes up no cargo or passcngct 
space. He may be carried aboard any ship. 
[17.4) rf an agent Is aboard a ship that 
is destroyed, he is killed. 

He may never reiurn to play, and he is 
kept separate from the pool of agents 
available. As long as an ageni is in play, he 
may be used as of len as eligible. 
[17.51 



The Ageni Chan lists each agent's name 
and his special effect on play (along wiih any 
requirements which must be fulfilled before 
he may be used). 
[I7.6| Agent Chert 

Sec Display Sheei. 

[18.01 Loans 

GENERAL RULE: 

During ihe Investmem Phase, players 
may take out loans ftom the federation-wide 
Bank of Ihe Federation. Interest must be paid 
on such loans. A player may have only one 
loan outstanding at any lime. 
PROCEDURE: 

A playet states that he is taking out a 
loan, and declares the amount of the loan 
and whether ii will be outstanding for 4 or 8 
Game-Turns. The amount of interest he will 
be charged per turn is calculated by subtrac- 
ting ihe player's Reputation Level from ihe 
amount of the loan: if ihe loan is for 4 turns, 
ihts difference is divided by 20; if the loan is 
tor 8 turns, the difference is divided by 10 
The resulting quotient is the interest payment 
of ihe loan. Fractions are rounded to the 
neatest whole number. Each Investment 
Phase, the player wiih a loan outstanding has 
the option or paying back the loan in full, or 
paying the interest, 
c vsi s 

[IK. I) The maximum amount that a 
player may take out es a loan le 
calculated by adding: 

100 per ship owned, plus 

20 per -arehousr unii owned, plus 

20 per production unit owned, plus 

current assets recorded on the Avici Track. 

|I8.2| Interest on a loan must be paid 

If a player is unable lo pay intctcsi due, 
his Reputation Level is reduced by 4. and the 
amount of the interest is added io ihe 
amount of ihe loan (f uiute inieresi payments 
do not increase). 



|18.4] A player must repay ■ debt on 
the turn it Is dus. or before. 

If a player does not have sufficient 
assets, he must immediately sell as many of 
his ships (8.4). warehouse onus <ai 20 HT's 
each|, and factories < 19.4) as arc necessary to 
repay ihc loan. A ship that is not in a 
Spaceport may also be sold (as an exception 
to ihc normal ship sale procedure) at a flai 
fee of GO HT's. Any commodities or agents 
aboard ships or stored in warehouses which 
are sold are lost. If a player still cannot pay 
back a loan after selling all his ships, 
warehouses, and factories, he loses the game. 

|18.5| Ths minimum interest payment 
on any loan is one HT per turn. 

If a player's Reputation Level were 40. 
he would still pay 1 HT per turn interest on a 
loan of 20 HT. 

[19.0] Factories 

GENERAL RULE: 

Players may purchase factories, which 
produce commodity unitseach Game-Turn. 
PROCEDURE: 

During an Investment Phase, a player 
declares that he is purchasing a factory to 
produce a particular commodity in a System, 
he then pays 10 HT's plus 5 times the com- 
modity's current market price for each fac- 
tory unit purchased. Such a purchase is noted 
by placing a commodity chit of the ap- 
propriate type and denomination in the pur- 
chasing player's Factory box in the System 
Display. Each Opportunity Phase following 
the purchase of factories, the player receives 
1 unit of the commodity for each factory unit 



(19.1) A player may purchase factories 
to produce only those commodities 
that are abundant m a System. 
119.21 When the produce of a factory fc» 
received, the owning player must 
dispose of it In some way. 

He may store it in a warehouse or in a 
ship In the System's Spaceport . or give or sell 
it to another player. Commodities may not be 
stored in factories, nor may they be sold to 
the market immediately following iheii pro- 
duction, until the ensuing Transactions 
Phase. If a player has insufficient storage 
capacity in a System and does not in some 
manner dispose of t he produce, it is lost . 
|19.3| A player may never have more 
factory units on the Display than the 
total of Ns Business and Political 
Connection Love It. 

A player may voluntarily eliminate fac- 
tories (if he is at his maximum and desires to 
build factories for another commodity, for 
instance). 

|I9.4| Factories may be sokf or traded 
among players. 

A player may also sell a factory to the 
market during the Investment Phase. To do 
so. he removes the factory or reduces it by 
the number of factory units sold and receives 
6 HT's times the current price of the com- 
modity produced per factory unit . 
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[20.0] Sabotage 

GENERAL RULE: 

box. any swriwusc. or any" factory i» 
vulnerable to sabotage by enemy playetsdur- 
ing the Opportunity Phase. Sabotage may 
result in a spaceship becoming damaged, a 
warehouse losing stored commodity units, or 
a factory being temporarily inoperative. 

PROCEDURE: 

A player wishing to sabotage an enemy 
spaceship, warehouse, or factory declares his 
attempt, pays 20 HT's times the System's 
Law Level, and rolls 2D twice, adding his 
Criminal Connection Level to each roll. The 
first result Is located in the Effect column of 
the Sabotage TaWe, to find the outcome of 
the attempt. The second result is located in 
the Reputation column of the table, to find 
how many Reputation Levels arc lost by the 
saboteur. 
CASES: 

(20.1] No more than orvs sabotage 
attempt may be made against a 
particular ship, warehouse, or factory 
In a single Gams-Turn. 

There is no limit to the number of 
sabotage attempts a player may conduct in a 
single Game-Turn, however. A player need 
not have a spaceship in a System to attempt 
sabotage in that System. 
|20.2] Sabotage may not be attempted 
against a spaceship in a Safe Berth or 
Shipyard box. 

[20.1] When attempting to sabotage a 
factory, the number of production units 
In the factory Is subtracted from the 
first dice result. 

The dice result for Reputation loss is not 
modified for factory size. 

attempt la applied to the target as 
follows: 



Spaces! 

spaces hi i 
distibute 
ship's cat 
saboiag 



Apply the effect number to the 
hits. The player owning the ship 
e hits as explained in II. I. If a 
capacity is reduced as a result of 
lodity units stored i 



s of the ship's reduced cargo capacity may 
be transferred to another spaceship or 
warehouse in the System. If the commodity 
units cannot be transferred, sold, or given 
away, they are lost; the saboteur may not at- 
tempt salvage. 

Warehouse. Apply the effect number as the 
number of commodity units in the 
warehouse that are immediately destroyed. 
The saboteur may choose which specific 
commodity units are lost. The warehouse 
itself is not damaged by sabotage. 
Factory. Apply the effect number as the 
number of consecutive Game-Turns during 
which the factory will produce no commodi- 
ty units (including the current Game-Turn, 
even if the factory has already produced 
units). The player owning the factory should 
note the Game-Turn in which the factory will 
again produce on his Player Log. The factory 
itself is not damaged by sabotage. 
(20.51 Sabotage Table 
Sec Display Sheet . 



[21.0] Reputation 

GENERAL RULE: 

Each player has a Reputation Level 
which fluctuates during the game as the 
players trade honorably or perform 
misdeeds. Having a good reputation will 
reduce the amount of interest a player pays 
on his loans, and will gain the player a cash 
bonus each Game-Turn. A player with a bad 
reputation tuns the risk of stiff penalties, or 
even of losing the game. 



PROCEDURE: 

At various points during the game, the 
players will perform actions that modify 
their Reputation Levels, causing their 
Reputation markers 10 be advanced or 
retreated along the Reputation Track. The 
factors affecting reputation arc summarized 
in the Reputation Table (21.7). During the 
Inquiry Phase, each player's Reputation 
Level is noted; players with Reputations of 6 
or less may be investigated by federal 
authorities, while those with good tcpuia- 
tions are financially rewarded. 
CAsrS: 

[21 I] A player's Reputation Laval 
fluctuates between and 40. 

If a player's Reputation Level would rise 
above 40. it stays in the 40 space and addi- 
tional positive modifications are ignored. If a 
player's Reputation reaches 0, the player's 
Reputation marker is placed in the space. 
Once in the space, the marker may not be 
advanced except as the result ofan inquiry. 



Is at 



lOT^'ait ^liiril 1 of an Inquiry 
Phase, he may have to 



The player rolh 1D. If the result is 
greater than his Reputation Level, he must 
roll 1D again and locate this result on the In- 
quiry Table. 

[21.3] If a player's Reputation Level is 
between 1 and 19 (Inclusive) during 
Segment C of an Inquiry Phase. 3 is 
added to Ms Reputation Level. 

(Exception: A player does not receive 
this increase if be has undergone an inquiry 
In the same Phase.) A player's Reputation 
Level may not be raised above 20 in this man- 
ner: if an additional 3 Levels would raise his 
Reputation to 21 or 22. it rises only to20. 
|21.4] Several positions at the upper 
end of the Reputation Track have 
monetary benefits printed in them. 

If a player's Reputation Level ends the 
Inquiry Phase in a space listing a monetary 
benefit, the player immediately receives that 
number of HT's. 

(21 .S] A player may attempt to improve 
his Reputation Level through the 
expenditure of HTs. 

During an Investment Phase, a player 
may pay 20 HT's to attempt to improve his 
Reputation Level. The player rolh ID and 
raises his Reputation Level by the result. If a 
6 is rolled, however, no Reputation Levels 
arc gained (although the HT's arc espended). 
A player may do this only once per Game- 
Turn. 



(21.6) A players Political Connection 
Laval will irrrhaence the affect* of 

[f a player** Political Connection Level 
is 6 through B (inclusive), subtract 1 from 
rolls again" (hat player on the Inquiry Table. 
If a player^ Poliiical Connection Level is 9 
or W. subtract 2 from such rolls. One player 
(only! may also use his Poliiical Connections 
to influence rolls made by a nor her player on 
the Inquiry Table by the same amount*, ira 
player doe* so and any result other (han ac- 
quit I a) results, he suffers the outcome listed 
on the table for supporting player. If the 
player against whom an Inquiry is conducted 
uses his Political Connections to influence a 
roll , no ot her player may do so . 
|2I.7| Reputation Table 

See Display Sheet. 
[21.81 Inquiry Tab* 

Sec Display Sheet. 



[22.0] Negotiation 

GENERAL RULE: 

Players are free io track information, 
properties, assets, and agents. They may 
(and arc encouraged to) strike any bargains 
that arc agreeable to all concerned part.es. so 
long as no rules are violated. Agreements 
may be either oral or written. 
PROCEDURE: 

Players may form an oral agreement 
simply by stating it out loud and declaring to 
the other players that it is an oral agreement. 
A written agreement is formed by actually 
writing our the terms of the contract and pay- 
ing a contract fee. Both oral and written 
agreements may be violated, but players will 
lose Reputation Levels for doing so. 
CASES: 

122.1) A player who intantionalrr or 
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any point during a turn. Commodities, 
warehouses, agents, and other properties 
may be transferred between players only dur- 
ing a Transactions. Opportunity, or Invesr- 
meni Phase, respectively, 
122 .61 Pfeyers are o 



i ID 



l.2\ A player who Intentionally or 
■intentionally violates a written 
(reement loeea 10 Reputation leva! 



122.31 A Contract tree of 10 HTa mua 
be paid when e written contract la 



The participating players may split pay- 
ment of this fee as they sec fit . Players may 
build escape clauses into written contracts to 
avoid the harsh strictures of 22.2. Example: 
A contract might have the following term 
built into it: "Either party to this contract 
may declare this contract null and void by 
paying 40 HT's to the other parly." 
[22.4] Any form of agreement (oral or 
written) may be suspended H all parties 
to the agreement concur. 

Bribes may be offered, threats invoked, 
ere. toinfluence recalcitrant prayers. 

(22.5) Commodity units may be 
exchanged among players only h* eech 
recipient has sufficient storage 
capacity at the place of exchange. 

Commodities on a ship in a System 
Space box may not be transferred to another 
player's warehouse, for example. Money and 
information may always be transferred, 
however, and require no transportation at 



Player Logs when necessary to perform 



A player is not required to state what 
pods or hull is on a ship unless he wants to 
use them (for example, a player would not 
have to declare what weapons pod* **re 
aboard a ship until he wanted to lite on 
another player). 

Exception: Each player's Connection 
Levels are always known to each of the other 
players. 



{23.0] Scenarios 

GENERAL RULE: 

SiarTradti may be played in a number 
of different scenarios, divided into two 
broad categories: free-dsployment and 
corporate. In a free -deployment scenario, 
all players begin rhe game with one spaceship 
and equal assets. In a corporate scenario, 
each player represents a corporation with 
specific attributes and a selection of potential 
goals. Each scenario may be played with two 
ro six players, although special rule* in 23.7 
must be used in a two-player game. Before 
beginning the game, the players agree on a 
scenario to play. «i up the necessary 
counters, and each fills out a Player Log. 
CASES: 



|23.l]Thep 



a for a free- 



cipal of a loan a player has outstanding is 
subtracted from his assets when checking for 
victory. A game takes from 5 10 8 hours to 
complete with this Victory Condition. 

If the second option is chosen, the 
players agree upon a Game-Turn that they 
will stop play. The player wirh the most HT's 
indicated on his Asset Track at the end of 
that rurn b the winner. All loans must be paid 
back on the last Game-Turn, and the players 
may sell all their commodities and spaceships 
during the normal course of that turn to in- 
crease their assets for victory purposes. 
Keeping in mind that a single Game-Turn 
takes from 15 to 30 minutes to complete 
(depending on the number or players), the 
players may make the game as long as they 
wish when using this Victory Condition. 
[23.1] The players p 
corporate scenario* 
■ Each player rolls 10. The player with trie highest 
roll then rolls 2D and locates the corporation that 
he will play corresponding lo (he dice 'oil in 2J.*> 
The oilier players rhrn mil 2D, in order of their 
first die roll, to find which corporation each of 
rhem will play. If a player rolls a corporation 
already assigned to a plater, he rolls again. 
•Each player placescountersontherisapand fills 
out his Player Lot according io his corporation 
description. He places his Reputation marker, 
notes his Connect ion leveh on his Log. and place* 
nil A**et markers. If he has any market positions, 
factories, or warehouses, he places counters r.i 
*how ihcm. For each spaceship he Is assigned, he 
selects a spaceship counter, places it where in- 
siructcd. sivd fills out a ship record. If he receive* 
an agent, he select* ihe appropriate counter and 
place* it where instructed. 

•Certain corporations have special rules govern- 
ing their play. These should be announced to all 



I first space of 
« S'D market 
ice each Price 



■ Each player chooses an Asset Track and a player 
co*or and sen up his Asset markersai 30OHTY 
• Each player receives a spaceship composed of a 
Clarinet hull with three Cargo Podi, one 
Passenger Pod. one Light Weapon* Pod. and one 
Augmented lump Pod. manned by a Oats Bete*. 
Each player choo*e*a ship counter, plaecsir Many 
Spaceport . and Alls out a shiprecord on his Plater 
Log (sceS. 01. 

■Each player rolls 2D. The result repre*entt the 
sum of all his Connection Levet*. He secretly 
assigns the*c among Business. Political, and 
Criminal Connections on his Player Log In any- 
way he chooses. OnceallpUycrt havechosen their 
Connection Leveh, they are revealed for all tosee. 
•Place ihe Game-Turn marker In the first space of 
the Game-Turn Record Track and ihe 5/D marker 
in i he space of ihe S/D Track. Place each player's 
Reputation maraer in the 20 space of the Reputa- 
lion Track. Plaee each Price mar.er (there are 18) 
on the Price Track of ihe various Systems, in the 
*paces 'eyed on the Tracks themselves. 
(23.2| The free-deployment scenario 
may be played wrrh one of two types 

Of Victory Conditions. 

Before beginning ihe game, the playcts 
agree they will play until one player has ac- 
cumulated 1000 HT's in assets, or until a set 
number of Game-Turns have elapsed. 

If the first option is chosen. Use game 
ends when a player has WOO HT's recorded 
on his Asset Track at the end of any Inquiry 
Phase; he is declared ihe winner. The prin- 



corporate scenario. 

Use of ibis Table is optional. Ii replaces 
the 2D roll each player conducts todcicrminc 
his corporation and provides the players wirh 
an interesting mix of corporate types. 
(23. S| Whan playing a corporate 
scenario, each player chooses Ms 
Victory Conditions secretly. 

Each corporation description lists two 
or three ways ihe player may win. Before 
beginning the game, he chooses one of the 
conditions and secretly norcs its letter (A, B, 
or C) on his Player Log. ir the player has 
fulfilled the chosen conditions at the end of 
any Inquiry Phase, he reveals his choice and 
demonstrates how the conditions have been 
fulfilled. The game is then over, and he has 
won. The principal of a loan a player has 
outstanding is subtracted from his assets 
when verifying victory. There Is no set 
number of Game-Turns in a corporate 
scenario: play continues until a player 
achieves victory (usually in 6 to 10 hours of 
play). 

(23.61 The Summary of depurations 
Hsts 11 coporations that players may 
: ,„ a conxnn .cn.rfo. 



|23.7) When only two pUyer» are m the 
game, the backside ol al tha price 
markers should ba used. 

The backside of each marker has a dif- 
feieni S/D modifier ihan ihai on (he irons. 
These modifiers arc lessdrasticlctoscr to -7) 
and compensate for the lack of competitive 
bidding when only two players are Involved. 

[24.0] Using StarTrader 
in a Universe 
Campaign 

GENERAL RULE: 

There are two divlincl way* in which 
SiarTrader may be used in a Universe cam- 
paign, ti may be used as a play aid, io help 
gamcsmastcrs deal with the players' interstel- 
lar trading; and it may serve as a scenario 
generator. In the former case, one or more 
player* are actually owner*, or lessors of one 
or more interstellar vessels, and are out to 
make a profit through trade; in the latter, the 
players are not involved directly with inter- 
stellar trade, and the GM uses SiarTrader to 
provide background for the campaign. 
PROCEDURE : 

Whenever SiarTrader is used in a Uni- 
verse campaign, the GM muvi fill out System 
Displays for the Systems involved in the cam- 
paign. If players arc actually trading, thcGM 
converts their attributes and possessions into 
those used in StarTrader. The CM then uses 
(plays) StarTrader, moving and conducting 
transactions as indicated by the trading 
player and informing the player of the results 
ol his decisions. If Sffl»7hVderis simply being 
used as a scenario generator, the GM plays 
the game himself (or with other persons who 
are not players in the campaign) and uses the 
information and events of the campaign to 
simulate interaction and activity on the pan 
of the players. 
CASES: 

[2d. I| A Star System Display Master is 
included in these rules. Whan a now 
Syatam la introduced, a photocopy of 
tha master to filled out. 
Spacaport Class b the highest class of any 
Spaceport in the System (round up if a Sys- 
tem's highest Spaceport Class is Vt). 
Law Level is the highest Law Level of any 
world or Spaceport in the System. 
Security Rating is the sum of the Spaceport 
Class and Law Level, found above, plus 2. 
Patrol Rating is the sum of the Spaceport 
Class and Law Level. 

Commodities which are abundant any- 
where in the system (see Universe, 25.7) 
should be so indicated in the On Planet box 
of the System. The GM must then decide 
what commodities will be traded; if players 
arc actually trading, the players should take 
some part in the decision; otherwise the GM 
should simply choose Tour or five commodi- 
ties that he thinks will be actively traded in 
the area of the campaign. The GM then de- 
termines whether or not there ts a market for 
each commodity at each of the Systems in the 
game; if a commodity is abundant anywhere 
in a System it automatically has a market in 
that System; other commodities have a SO** 
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chance of having a market at any System 
(plus 10% times the Spaceport Class): the 
price of each commodity at each System 
where it is traded is determined as follows: 
Multiply t he commodity's price on the World 
Resource Table (25.7 of Universe) by 0.15 if 
the commodity's price on that table is per 
ton, or by 10 if the commodity's price is per 
cram or kilo: if the good is abundant, multi- 
ply this product by 50**; if limited, multiply 
the product by'5"b; otherwise, do not multi- 
ply by anything. The Spaceport Class of the 
System is then added to the product. The 
commodity's price will then be anywhere 
within 2 (cither direction) of the final quan- 
tity (GM'sdiscret ion). 

Example: The GM has determined that sil- 
ver is abundant at a System with a Spaceport 
Class of 3. Silver is priced at 0.5 per kilo on 
the World Resource Table. Silver's price is 
thus 0.5 (basic price) limes to (because ir is 
traded in kilo.) limes 50% (because it is 
abundant) plus 3 (Spaceport Class), for a 
total of 5.5. Silver's price will fall within 2 of 
this amount (i.e., it will be 4, 5,6, or 7), at the 
GM's discretion. 

The S/D modifier for each commodity will 
be: 

-SO. -*if nrnsvailableat a System. 

- 8. -7. -Sifhmiicd.mcasurcdinkilosorions. 

- B, - 4. - 3 if limiied. measured in grams. 

-2. -1.0. .1 if abundant. 

The GM determines the exact S/D modifiers 

within the spans given. 

[24.21 A player-, poaaeaeiona tranalata 

into StarTradmr as foiows: 

A player must have ships to trade; ships 
can be transferred directly, however — the 
pods and hulls in Universe are identical to 
those in StarTrader (a few new hull classes are 
added in the latter). The pod capacities of 
hulls are slightly lower in StarTrader, as En- 
ergy and Jump pods have been factored into 
hulb. Ship prices in SiarTrader have also 
been rounded off because of the huge quanti- 
ties of funds involved; the prices of illegal 
hulls and pods have been multiplied greatly 
to account for the assumption that they will 
always be purchased on the black market in 
SiarTrader. Nevertheless, the hulls and pods 
themselves are the same. Ship records should 
be filled our for all ships using the Summary 
of Ship Hull and Pod Characteristics. The 
GM should determine the Crew Value of 
ship'screw involved. 

Money in SiarTrader is measured in 
HcctoTrans (units of 100 Universe "Trans- 
fers", or about S50.000 to the HT); funds a 
player might invest should therefore be divid- 
ed by 100 to convert toHTs. 

Each point of Warehouse Capacity in 
SiarTrader represents one large warehouse, 
and each factory unit represents facilities 
capable of producing 60 tons a year of goods 
measured in tons, 4 tons a year of goods mea- 
sured in kilos, or 4 kilos a year of goods mea- 

abk or influential persons. If a player, em- 
ployee, or other NPC is particularly apt. his 
ability can be represented through an agent . 
124.3] A players attributes translate 
into StarTradar as follows: 

The GM should determine a player's 
Connection and Reputation Leveb based 



upon the player's NPC contacts, the degree 
to which he is known and respected in the 
business community, and rhe leveb of any- 
appropriate skills. These include primarily 
Economics and Trading, and secondarily Di- 
plomacy. Forgery/Counterfeiting. Law, Re- 
cruiting. Streetwise, and Mining. If a player 
has done nothing of particular note, his Rep- 
utation Level will be around 20. A Merchant 
or an Interstellar Trader may be provided 
with warehouses or even factories depending 
on his initial Benefit Level and activities 
previous to use in SiarTrader. 
[24.4| A different procedure to used for 
hyper) umping when players or their 
ships are Involved. 

Use the formula for calculating jump 
percentage in Universe (10.0, Navigation) 
rather than basing the number on Crew- Val- 
ue. Treat all results of ♦ 30 or less on the Hy- 
pcriump Table (32.2 of Universe) as success- 
ful jumps (in SiarTrader terms) and results of 
31-50 as unsuccessful jumps. Results of 51 + 
should be handled as Universe events, rather 
than through the SiarTrader system. If the 
GM wishes to use the Universe hyperjump 
system for a SiarTrader crew, assume that a 
O crew has a navigator with a Skill Level of 1 
and a Mental Power of 5; a C crew navigator 
has a Skill Level of 3 and Mental Power of 5: 
a B Crew navigator has a Skill Level 4 and 
Mental Power 6; and an A crew navigator 
has Skill Level 7 and Mental Power 6. 
12-4.5) H the ptayera or their ships are 
Invented In Interception or combat, the 
Oe/favto combat system should be 
used to resolve tha situation. 

When interception is declared in Siar- 
Trader. the GM sets up the DeliaVee maps as 
he sees fit. One possible eon ligu ration would 
be that in Scenario 3 of DeliaVee. The Oppos- 
ing ships would be placed on opposite sides 
of Map A. The player attempting to avoid in- 
terception and combat must exit Map D 
towards Map E to escape. Alternatively, a 
planet could be placed on map D. II a player 
gets into orbit around or lands on the planet, 
he has escaped the combat. 
124.61 The QM should preeent the 
information and options of StorTrnder 
hi a role-playing format. 

Thus, a player running a trade empire 
would not actually sit down and play Star- 
Trader, the GM would play the game himself 
and describe the status of the markets, and 
announce opportunitcs through NPC's. 
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(6 9] NEWS CHIT SUMMARY 
OPPORTUNITY CHITS 

1. Mm* Buy(l) Mu Hercul»:sell Epsilon Eridani. 

2. WNpont. Buy (J) Epsilon Eridani; tell Mu Herculis. 

3. Wnpdv. Buy (10) Tn OMi: Ml Gamma Leporis. 

4. Battle Comm Pod Available Garami Lepceii. 

5. Fure. Bny(10|MuHf. CU l«Spaccpon;«im0|B«.aHyafiSp*«poil. 
10 unit* available; requires no cargo space. 

6. Slovee.Buy(2)MuHeTeul.t;.ellBciaHydri. 

7. Tempua Buy (15) Beta Hydn; sell Gamma Le pori,. 

8. Emleeary and staff lo be taken from Epsilon F.ridani Spaceport io Mu 
Herculis Spacrpon. Fill* one Pawnger pod. Carrier must have Repuia- 
lion Level of 20 or higher. Receive 200HT's upon arrival. 

9. Eiotlc Allan Plente io be taken from Gamma Leporis Spaceport io 
Epsilon Endam Spaceport. Fills one Cargo Pod (may noi be stored in 
hull). Receive 1 50 HT'i and add i to Reputation Level upon safe arrival. 

10. Dm Buy (I) Mu Hera*; sell Gamma Uporls. 

11. Sieves Buy (4| Mu Herculis; sell Gamma Leporis. 

12. Ism put. Buy (12) Epsilon Eridani: tell Gamma leponv 

13. Spear and/o> 5 illegal pods. Available Beta Hytlri. 

14. Illegal pod t (one of each type). Available Tau Celt. 

15. E. pi oration E. pad J Hon announced by independent corpotalion. 
Player can send one legal ship along. Roll ID and place ship that number 



ol lurns ahead on Game-Turn Record Track. However, if a I it rolled, the 
ship i. destroyed. If and -hen (he stop returns, roll 2D and multiply by 50 
I o determine HT reward. 

16. Degger and/or one illegal pod. Available Tau Ceti. 

17. Weapon*. Buy (B) Epsilon Eridani: sell Gamma Leporis. 

18. Weepone. Buy (3) Beta Hydri; seU Gamma Leporis. 

19. I.mp«i. Buy (10) Tau Celi; sellSigma Draconis. 

20. Any Illegal Hull and'or 5 pods. Available Epsilon Eridani. 

21 . Sword and/or J illegal pod.. Available Mu Herculis. 

22. Unique Creature, to be raken from Mu Ham* Spaceport to Ep. 
silon Eridani Spacepori. Filb one Passenger Pod. Receive 150 HFs upon 
safe arrival. 

23. Waapona. Buy(5)Eps 1 lonErida n i;s*IIM U Herc U hl. 

24. Dagger and'or I illegal pod. Available Sigma Dracon*. 

25. waapona. Buy<5)Beta Hydri; sell Mu Hernia). 

26. llla^lPoda<o<veorflicAt)pc>.AvaiUbleErailonEridani. 
EVENT CHITS 

1. Psychic Jam. An unidentified radiation flows through the ether, di*. 
rupiing aU psiorUc emanaiioni. Subtraci 4 from all Hypcr)ump Chance 
dice roUs this Game-Turn. 

2. Allan Race, newly discovered, has been coniacied by (he federation: 
panic spreads. Reduce all prices by 3. Remove chit from play. 

3. Ganaral War. All monopole prices up 3. All alloy prices up 6. All iso- 



[23.61 SUMMARY OF CORPORATIONS 

Th* AIA Is a mm* group bent am Mpvtej mm eteayaaeanca- of the Ste- 
nt* Draconn System from the federation, much against the wishes of the 
SyUtm t peaceful citizenry. 

Reputetlon: None. Connactiona: Pol (9): Bui(0);Crim(5) Aaaata: 200 
HT. Market Poeltlone: None. Fectorlee: None. Warohotteaa: None 
Shlpa: Sword (A crew) with I Arsenal. I Battle Comm. I Cargo. I Aug- 
men(ed lump: in Sigma Draconis System Space. 5iure(Acrew)wi(h 2 Car- 
go. 1 Light Weapons. I Augmented lump; On Planet in Epsilon Endam 
■i(h 4 unils of Weapons (use Opportunity cliii »2> Apaeiti: Two Gun 
aboard Sword. Loerve Outatanceng: None. Victory Option A: Destroy 
hull* of 5 enemy spaceships through combat or sabotage. Victory Option 
B: No enemy spaceships enter Sigma Draconis Spaceport for 6 consecutive 
Game-Turns (regardless of reason), and possess Market Manager position 
in 2 Sigma Draconis commodities. Vlclory Option C: None Special 
Rulea: The AIA ha, no Repulaiion marker; it may neve, be investigated, 
may never carry passengers, and may never receive a Reputation Bonus. 
The AIA may not attempt to undermine enemy market position*, take out 
loans, purchase factories. No player's Reputation Level dcereasei b, inlet- 
cepting or firing upon an AIA spaceship. 

3. HOUSTON FEARLESS 

Houston Fearless is an Emtk mwml trade corporal*,*. spectoltilnt '» '«* 
/«* efmvrboupa. timpctmi tkmma thatpower the^ion genera- 
tors of the 23rd Century. Founded in the 12nd Century. Houston Fearless 
has many archaic vessels. 

Reputation: 28 Conn.ct.one. Pol (J); Bus (10); Cnm (0). Aaaata. 500 
HT. Marfcat Po.ltlona: Market Manager (Isotopes) at Tau Celi; Contrac- 
tor (Isotop«)at Mu Herculis: Dealer (Isotope" ai Sigma Draconis and Ep 
silon Eridani. Fectorlee: None. Waretvoueea: 4ai Tau Ceti; I each at Mu 
Herculis and Epsilon Eodam. Shlpa: Coeco Ztta (B crew) with 3 Cargo. I 
Passenger; in Tau Ceti Spaceport. Two Corto Zetas (B crews) each with 4 
Cargo: 8 Isotope units: both in Mu Herculis Spaceport. Aganta: None, 
loans Ositeiendfetg: None. Victory Option A: 2500 HT in assets. Vic- 
tory Option B: 2000 HT in asset., and Market Manager or Contractor 
positions in Isotopes in all Sysiem*. Victory Option C: 1500 HT in assets. 
Reputation Level ai least 35, and Markei Manager or Contractor posiKcei 
in any commodity older than Isotopes in all Systems where it is 



4. BELISAR POLITICAL 

A trading corporation founded by en ex-chairman Of the federation lo tain 
previge in non-political circles, and either the funds or force to aid a return 
to power. 



Reputation: 30 Connection*: Pol (9): Bui (J): Crim (0). Aaaata: S00 
HT Murk ei Positions None. Factortaa: None Warahouaaa: None 
Shlpa: ptccolo (A crew) m Beta Hydri Spaccpoit. Aganta: Dragon 
aboard Piccolo. Loans Outstanding None. Victory Option A: 2000 HT 
m assets. Victory Option B: 1500 HT in assets. Reputation Level 40, 
Business Connection Level 10. and Reputation Level ai no point falls 
below 25. Victory Option C: 1000 HT in assets, and own at lean 2 military 
hulls with ai least 6 undamaged (miliary pods bei-een them Spackal 
Ru4aa: None. 

5. HOLVOKE ARBITRAGE 

A corporation noted for in unscrupulous dealings and misuse of the op- 
portunities of the federation i/rrt-markct economy 
Reputation: 17. Connection* Pol (1); But (3); Ciim (3). Aaaata: 400 
HT, Market Poeitione: Dealer (Alloys)at Sigma Draconis: Dealer (Spice) 
at Epulon Eridani. factorial None. Warehouiee: 2 each at Sigma Dra- 
conis and Epsilon Frvdam Shlpa: Leviathan (B ciew) with 14 Cargo. 2 
Passenger, I Light Weapons. I Augmented Jump: in Sigma Draconis 
Spaceport. Clarinet (A crew) wliti 3 Light Weapons, 2 Cargo; In Epsilon 
Eridani Spacepori. Aganta: None. Loana Outstanding None. Victory 
Option A: 2500 HT in assets. Victory Option B 1000 HT in assets and 
Markei Manager position in all markeis tor any one commoduy (write 
dc~n commodity). Victory Option C: None. Special Rulea: None. 

6. GAMMA LEPORI8 CORPORATION (GAMLEPCO) 



The Gamma Leports CorporaMn financed and guuied thtfint expedition 
to and subsequent colonization of the Gamma Lepoeis Syvem. and re- 
mains that System 1 most important operator. 



Reputation: 20. Connactiona: Pol (3): Bus (2 


: Crim (0l Ai 


acta: 250 


HT. Market PoeWona: Markei Manager (All 
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Gamma Leporis. Warehouses: 4 al Gamma L 


apart* Shlpa 


Flute (A 






paceport; 


Phoenix (B crew) with 5 Cargo. 1 Augmented 1 
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and Conn act o 


position 


(Alloys) in 3 other Systems. Victory Option C 


1000 HT in a 


sets, and 



price of Alloys 5 or less in all System* Special Rulea: None. 
7. QUASAR ENTERPRISES 

A newly formed subsidiary of the federation > lonesi trading company. 
Galactic Trading. Int. To a limited extent, it has the power of the parent 
company m support. 
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tope prices up 2. No ne» shipi nay be purchased this rurn and net! turn 
(including illegal ships; IgnceeOprWunity chits indica ling such). Add 5 to 
any player dice rolls for sale of hit ships this Game-Turn. Increase all Pa. 
uol Values by 4 1 hit Game-Turn. 
4. Inflation. Masterful ct 



. n the market; reduce all uuu by JO** . 
fundi up). Reduce all outstanding loam in the same way (do not adjust in- 
terest rates). Reniovechit from pby. 

5. Civil War on Gamma l.cporis. Triple value of weapons sold on Gam- 
ma Lcportsihisiurn. Any ships currently ai the Gamma Lcpor is Spaceport 
are seiied by the revolutionary government; remove idem from play and 
reimburse ihe owning players 50*. of their tor price (for the hull and all 
pods, bui not the ere*). Any warehouses and factories on Gamma Leporit 
are alio km at half price. Any good* in seized ships or -are house* are lost . 

6. Colony. A planet in the Mo Herculis sysrem ts newly colons; in- 
crcascihc prices Of all commodiiicsin thai system by 5. 

7. Monopola product techmcalbreaklh.ough. Add I toallS .[> mod- 
ifier* (or monopoly in all Transactions H um from no* on. Remove chit 
from play. 

8. SpK« production technical breakthrough; synthetic spice avaiUble. 
Add I to all S/D modifiers for sp.ee in all Transactions Phases from no- 
on. Remove chit from play. 

9. Isotope* technical breakthrough; new uses for isotopes discovered. 
Subtract J from all S/D modifiers for isotopes in all Transactions Phases 
from now on. toa masimum of a -10 modifier. Remove chil from play. 

10. Plague spreads throughout the federation. All spice prices up 4. No 



hypcrjumpi may be conducted to or from a Spaceport this turn (ships may 
jump to and from On Planet or System Space boics). Because of quaran- 
tines, increase all Patrol Values and Security Ratings by one this turn. Re- 
move chit from play. 

11. Inquiry. Federai.on reform government audits everybody; reduce 
each player's reputation by 2D (roll separately) 

12. Pirataa raid Mu Herculis. All goods in warehouses there are lost. 
RoU ID for each ship in the Mu Herculis Spaceport; on a result of 3 Of lew, 
the shipand all aboard arc lost; on a result ol 4 oi higher, the shipis placed 
in the System Space boa. Federation on guard everywhere; increase all 
Patrol Values and Security Ratings by 2 for this Game-Turn. 

13. Special Tai is imposed on business. Each player mux immediately 
pay 1 HT for each warehouse unit, 2HT's for each factory unit, and 5HT's 
for each spaceship. If a player has insufficient asicts to pay. the etcessdebi 
H ignored. 

14. Aloya d-scovwed in Urge quantities on remote world of federation. 
AllaHoypncesdoanf. All monopcricarvd Isot ope prices up 2. Remove dm 
from play. 

NOTES: 

taking ad-antage of i ihe opportunity may buy from I to 10 units a I the list 
ed price. The per unit sale price Is determined in a subsequent Opportunity 
Phase, alter arrival at the destination On Planet boi, in accordance with 
the Black Market Table. 

When illegal spaceships and'or pods are available, they are purchased in 



IflCdOl 



Reputation: 30. Cemrsaettona: Pol (5); Bus(10); Crim (J). A-s-t. 1000 
HT. Market Position: None. Factories None. Warehouse None. 
Ship* Monarch (A crew) with 8 Cargo. 4 Light Weapons. I Augmented 
Jump; in Beta Hydri Spaceport. PtceolofA crew)in Beta Hydn Spacepori . 
Agania None. Loarva Outetarsding: None. Victory Option A: ISO0 HT 
in assets. Victory Option B: 2000 HT in asset* and 10 warehouses (total, 
in all Systems) and at Icati 4 factory units In each commodity (total, in all 
Systems). Victory Option C: 2000 HT in assets and Market Manager posi- 
tion in all four commodities mat least one System Special Hula* Quasar 
Enterprises may borrow up to 1000 HT. regardless of Hal u> (ignore normal 
procedure for maximum loan calculation); Quasar may never borrow 
more than 1000 HT. however. Add 200 HT to the amount needed for each 
type Of victory for each Level Qua>ai*s Reputation fait brio- 20. even if 
the Level rises to or above 20 again. 

8. MONOGRAM INDUSTRIES 

5a*ed on Mu Hercula. Monogram it on* of the largest producers of Mon- 
opoly in Ihf federation. 

Reputation 25. Connectione; Pol (4); Bus (6); Crim (0) Asset.; 600 
HT Markat Poaltiona: Market Manager (Monopolcs) at Mu Herculis. 
Factoria*: H) (Monopolcs) at Mu Herculis. Werehouses: 4 at Mu her- 

Aganta: None. Loan* Outatandlng: 300 HT. due on turn 4; interest rale 
is 2$ per turn. Victory Option A: 2000 HT in assets. Victory Option B: 
1300 HT in assets, Reputation Lml at least JO. and factories producing at 
least 21 units of Monopolcs per turn. Victory Option C; 1 200 HT in assets 
and factories producing at least 10 units in all four commodities. Special 
Rule*: None. 

9. GATES- LEAR JET 

Originally a manufacturer of small, intrasysiem spacecraft. Gelts-Learfel 
Corporation expanded into interstellar trade when a debtor company teem 

Reputation: 22. Connactlona: Pol (2); Bus (3); Crim (4). Aaieta: 100 
HT. Market Poartlona: Contractor (Alloys. Isotopes) at Mu Herculis; 
Dealer (Alloys) at Epsilon Eridani. Faetoriee: None. Warehouse* 2 ai 
Mu Htrculis; 2 at Sigma Draconrs; I ai Epsilon Eridani. Snip*: Monarch 
(Ccrew)withSCatgo (containing 16 unitsof Isotopes). 4 Passenger; in Mu 
Herculis Spaceport . Phoenix (B crew) with 4 Cargo, 2 Light Weapons; In 
Epsilon Eridani Spaceport. Aganta: None. Loan* Outatandlng: None. 
Victory Option A: 2000 HT in assets Victory Option B: IJO0 HT in 
assets, ar least one undamaged military hull, and Criminal Connection 
Level ai 10. VletoryOptlon C: 1300 HT in assets, all Connection Levels ai 
least 8. and Reputation Level ai least 30. Special Rulaa: Add I to alt 
Smuggling Check dice rolls made by Gales. 



10. EON FLASHCORP 

One of ihe shadier members of the bunness community. Eon a frequently 
indicted for smuggling and other illicit tOMUm, always « 

KM Oh Bus (I); Crim (7). a 
HI. Markat Poartlona: None. Factotiee: None. Warehouse 
Mu Herculis and Gamma Leporis. Ships: Corco Comma (A crew) wiih 2 
Cargo. I Augmented Jump; in Mu Heteuh* Spaceport. Dagger (A crew) 
with 1 Battle Comm. I Augmented lump; On Planet at Epsilon Eridani 
with 5 units of Tempo, (use opportunity chit * 12) Aganta: None. Loans 
Outatandlng: None. Victory Option A: 2000 HT In assets. Victory Op- 
tion 8: 1200 HT in assets. Criminal and Political Connection Levels both 
at least 9. and own ai least 4 streamlined hulls. Victory Option Ci None 
Special Rulaa: Eon FUshcorp may lake out no loans (escepi from other 
Players). 

11. McRADIE-SCREW 

During uandard miliary a 



hi to have hit an as- 



Gamma l.eporii System. There, theshipir 

Of four v 



tected nearjumpposttion of the 



io craft* 



* safe from the fire of First Officer McRadie S mutimedcrew. 

nactlcne: Pol (0); Bus (5); Crim (6). Aaaeia: 900 HT 
Markat Poaltiona: None. Factorlea: None. Warehouses: None. Shlpa: 
Spear (B crew) with I Arsenal. I Heavy Weapons, I Battle Coram, 2 Car- 
go; in Beta Hydri System Space. Agent*: None. Loana Outatandlng: 
None. Victory Option A: IK0OHT in assets. Victory Option B: 1200 HT 
in assets. Political Connection Level K>. and Repuiaion Level at least 33. 
Victory Option C: None Special Rulaa: McRadie's crew never under- 
goes an inquiry, and may never purchase warehouses, factories, or legal 
spaceships (c.cept (torn other players), and may never takeout loans. 

12. ARCHANGEL LINES 

A transport line serving passengers moving beiween major Systems at ihe 
fringe of the federation. 

Reputation: 27. Conr.ec bona: Pol (2); Bus (2); Crim <0L Assets 250 
HT. Markat Poaltiona: None. Factorlea: None. Warehouses: None. 
Shlpa: ffWr (A crew) with 2 Passenger. I Augmented Jump; in Sigma Dra- 
conis Spaceport . Clarinet (A crew) with 4 Passenger. I Augmented Jump, I 
l ight Weapons; in Beta Hydri Spaccporr. Aganta: None. Loana Out- 
standing None . Victory Option A: I COO HT in assets. Victory Option 
B: 800 HT in assets, Reputation Level at least 35. at least 3 ships. Victory 
Option C: None Special Rulaa: Archangel can never purchase factories, 
and noshipowned by Archangel maycarry more than one Cargo pod. 
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ABBREVIATED 
SEQUENCE OF PLAY 

Including frequently used formulae and procedures, 

1. BID PHASE 

Record HT expenditures for Initiative and proposed transactions. 

2. INITIATIVE PHASE 

Determine Initiative Order and Turn Order 
Initiative Total (4.0): 2D + HT expenditure 

3. NEWS PHASE 

A. Reveal and return to pools News chits in current turn space. 

B. Draw fresh News chits. 

News Chits Draw (6.0) : 1 D - 2 (round down) 

C. Examine appropriate chits. 

Eligibility for Chit Examination (6..0); 5HT and appropriate 
Connection Level 



4. HYPERJUMP PHASE 

Travel to destination Systems; resolve interception attempts, 
Hyperjump Resolution (9.0): Successful if 2D Is less than or 
equal to modified Jump Chance 
Enter Safe Berth (9.3) : Costs 5HT per ship per turn 
Smuggling Check (16.0): Successful if modified 2D is greater 
than System Security Rating 

5- TRANSACTIONS PHASE (For each commodity) 

A . Res oi ve n on pla yer marke tac tivity. 

Market Activity (12,0): 2D +- commodity's S/D Modifier 

B. Reveal bids. 

C. Buy and sell commodities. 

Gain Market Positi on (13.0): Successful if 2D is less than or 
equal to number of units bought or sold (minimum of 6 units) 

D . Modify commodity's market price according to S/D marker's 
final position on track. 
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6. OPPORTUNITY PHASE 

Conducted in Turn Order. 

•Receive commodities produced in factories, 

*A ttemp t sabotage. 

Sabotage Attempt (20.0): Costs 20HTx System Law Level; 

2D + Criminal Connection Level 
•A ttempt to undermine market position. 

Undermine Attempt (13.7): Costs 20HT; successful if 1D is 

less than difference between appropriate Connection Levels 
•Hire agents. 

Hire Agent Attempt (17.0): Successful if 2D x 5 5s less than or 

equal to HT's expended 
•Embark passengers in eligible spaceships. 

Available Passengers (15.0): Number of groups equals sum 

of origin and destination Systems' Spaceport Classes; receive 

5HT per group embarked 
•Use Opportunity chit previously examined. 
• Sell illegal commodities. 



7. INVESTMENT PHASE 

Conducted simultaneously in any order. 

•Purchase increase in Reputa tion L e ve/. 

Increase Reputation (21.0): Costs 20 HT; Levels of increase 

equal to 1 D (no increase on roll of 6) 
•Purchase warehouse units. 

Purchase Warehouse (14,1 ): 20 HT per unit 

•Purchase factory units. 
Purchase Factory (19.0): [(5 x commodity price) + 10HT1 per 
factory unit 

Sell Factory (19.4): (5 x commodity price) per factory unit 

•Purchase, repair, or sell spaceships, hulls, pods. 
Purchase Ship (8.0): Hull list price + pods list price + 
(required Crew Groups x Crew Class bounty) 
Sell Ship (8.4): 10 x (3D - Spaceport Class) equals percentage 
of list price received 

Repair (7.8): See Summary of Ship Hull and Pod Characteristics; 
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•Hire or replace spaceship crews. 

•Take out loans. 
Loan Availability (18.1): 100HT per ship + 20HT per factory 
and warehouse unit + assets 

4-Turn Interest Payment (18.0): (Principal - Reputation) 
-^20 (minimum of 1 HT) 

8-Turn Interest Payment (18.0): (Principal - Reputation) 
+ 10 (minimum of 1 HT) 

•Pay off interest on existing loan. 

•Increase Connection Levels. 
Gain Connection Level (5.0): Costs 10HT x new Level 

8. INQUIRY PHASE 

A . Conduct federal Pa trol S weep s r 

Sweep (10.3): Successful evasion if modified 2D is greater 
than System Patrol Value 

B . Consult Inquiry Table as required. 



C. Raise Repu tation L evefs ( not above 20) for players whose 
current Levels are 1- 19. 

D . Award Reputation Bonuses for Reputation Levels 25 or higher. 

E. Re-invert any Jump Fa/fe.d counters to spaceship side. 

COMBAT SEQUENCE 

Interrupts Hyperjump Phase as required. 

A. Interception Segment 

Interception (10,0): Successful if intercepting ship's modified 
Interception Rating + 1D is greater than or equal to evading 
ship's modified I nterception Rating + 1 D 

B. Attack Segment 

Fire Procedure (10.0): 1D + firing ship's Combat Strength 
(consult Combat Results Table) 

Missile Fire (10.0): Target destroyed if 1 D is equal to or 
less than the number of hits inflicted on target this Round 

C. Salvage Segment 

Salvage Attempt (11.4): 10 x (2D -2) equals percentage of 
commodities that are salvageable 



MISCELLANEOUS INFORMATION 

•Each unit of alloys, isotopes, or weapons 
equals 1 canjo unit. 

•Each unit of monopoles, spice, or tempus 
equals cargo units, but some facility must 
be available :o store them. 

•Each warehouse unit holds 10 cargo units, 

•Each cargo pod holds 2 cargo units. Each 
passenger pod holds 2 passenger or slave 
groups. 

• Illegal spaceships and commodities may not 
enter a spaceport with a Law Level of 3 or 4, 

•Illegal commodities may be sold only 
Or> Planet. 

•illegal spaceships may be repaired only in 
Tau Ceti spaceport. 



[16.6] AGENT SUMMARY 



Amy. Add 4 to the Hyperj ump Chance when Amy is aboard a ship that is at- 
tempting to hyperjump. 

Badger. Subtract 3 from the Security Rating of a system when Badger is 
aboard a ship attempting to land on planet. 

Crip. The player controlling Crip may, during the Transactions Phase, con- 
sider himself a market manager of any one market commodity in the system, 
if Crip is in the system spaceport. Exception: Crip may not be used if 
another player is already the market manager of the commodity in question. 

Dragon. Add 4 to the controlling player's initiative dice roll each Game-Turn. 

Dwarf. Add 4 to the dice roll for any type of sabotage attempted by the con- 
trolling player if Dwarf is in the spaceport of the system where the sabotage 
attempt takes place, 

J.B. Subtract 1 from every negative modification to the player's Reputation 
Level when J.B. is in any spaceport. 

Tender. No sabotage may be attempted against the controlling player's 
spaceships, warehouses, and factories in a system, if Tender is present in the 
spaceport of that system. 

Two Gun. Add 1 to the intercept die roll of a spaceship if Two Gun is 
aboard, whether the ship is attempting to intercept or avoid interception, 

Willy. Add 2 to all rolls on the Black Market Table if Willy is on planet in the 
system where the controlling player is selli ng. 

X. Add 5 to the Combat Strength of the spaceship X is aboard. 
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MMARY OF HYPER JUMP CHANCE MODIFIERS 

Add 1... if ship has a Class C crew 
Add 2..Jf ship has an Augmented Jump Pod 
Add 3... if ship has a Class B crew 
Add 5,., if ship has a Class A crew 
With modified chance of 12 or more, jump is automatically successful 
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[21.8] INQUIRY TABLE 

1 or less Player acquitted; increase Reputation to 8. 

2 The player must pay a minor fine of 100HT. If he 
does not have the cash available, he must immediately 
sell inventory to make up difference, as in 18.4. 

Each of his Connection Levels is reduced by 2. Increase 
his Reputation Level to 6. 

3 The player must pay a major fine of 400HT. If cash is 
not available, he must sell inventory to make up the 
difference, as in 18,4. Each of his Connection Levels is 
reduced by 4. Increase the player's Reputation Level to 
6, Each of the supporting player's (if any) Connection 
Levels is reduced by 2, and his Reputation Level is 
reduced by 1 D, 

4 The player's corporation is taken over by its criminal 
connections. He is out of the game. All his market 
positions, spaceships, agents, commodities, assets, 
warehouses, and factories are removed from the display. 
The supporting player's Political Connection Level is 
reduced by 4, his other Connection Levels by 2 each, 
and his Reputation Level by 2D, 

5 or more The player's corporation is disbanded by the 
federation. He is out of the game. Remove all facilities, 
as in result 4. The supporting player's Political 
Connection Level is reduced to 0, other Connection 
Levels are reduced by 3 each, Reputation Level by 2D. 



[21.7] REPUTATION LEVEL SUMMARY 

A player's Reputation Level will be raised or lowered as the 
player meets the following conditions* . . 

+ 3 ...has a current Reputation Level between 1 and 19 at 
the conclusion of an inquiry Phase (Level may not be 
raised above 20 in this manner). 

+ 2 ... rises in Market Position. 
... gains one Business Connection Level. 

+ 1 ...gains one Political Connection Level. 

-I- 10 ...expends 20HT (no increase, however, on a roll of 6). 

— 1 ...gains one Criminal Connection Level. 
-2 ...falls in Market Position. 

— 4 ...misses interest payment on loan. 
— 10 ...violates written agreement* 

-ID ...violates oral agreement, 

-2D ...attempts to intercept, unless ship has Battle 
Comm Pod. 

...fires on ship that has not attempted interception. 
...forced to jettison while attempting to smuggle. 

-3D ...has his ship confiscated while attempting 
to smuggle. 

A player's Reputation Level may also be altered as a result of sabo- 
tage, an attempt to undermine a market position, if caught in a feder- 
al sweep, eras a result of an inquiry. 
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[7.7] SUMMARY OF SHIP AND HULL 
CHARACTERISTICS 



ArsenaI M 



7(14) 



Augmented Jump 

Does not count against hull pod total. 



CO 



Battle Comm M 



Cargo 

May carry two cargo units. 
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Heavy Weapons** 1 5(10) 
Hunter" 4(7) 
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[20.5] SABOTAGE TABLE 



EFFECT ON 
TARGET 



EFFECT ON 
REPUTATION 



11-12 



13-14 



15-16 



17-18 



19-20 



21 or more 



OP-8 



MODIFIERS: 

(Applied to Both Dice Rolls) 

Add sabotaging player's Criminal Con- 
nection Level to dice rotL 

Subtract number of production units in fac- 
tory (if the target of the attempt is a factory), 

EFFECT ON TARGET: 

Results indicate number of hits to ship; or 
number of commodity units lost from 
warehouse (saboteur's choice of which 
commodities); or number of Game-Turns 
factory wilt fail to produce. 

EFFECT ON REPUTATION 

Results indicate the number of Reputation 
Points lost by the saboieur, OP-8 indicates 
i hat the saboteur may choose any other 
player to lose 8 Reputation Points. 



[16,6] BLACK MARKET 
TABLE 



[23.4] CORPORATION TABLE Optional 



[10.7] COMBAT RESULTS TABLE 



SLAVES 



I LLEGAL GOOD 
WEAPONS TEMPUS 



NUMBER OF PLAYERS 



ATTACKER'S COMBAT 
RATING + ID 



TARGET'S 
PROTECTION RATING 

12 3 4 



1 

2 

3 



5 
8 
10 
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10 
15 



12 
15 

25 



23,10 2,5,8,9 2,3,5,6,8 



3,6,7,8,10,11 







4;5,6 3,4,7,12 6,7,8,10,11 3,4,6,7,9,10 







4 
5 
6 



15 
20 
25 



25 
30 
40 



35 
50 
70 



4.7.8 6,7,9,11 5,7,8,10,12 5,6,7,9,11,12 

6.7.9 4,6,8,10 2,4,8,9,12 3,5,7,8,9,10 



10-12 



1 1 



Results indicate the number of 
HT's for which each unit of the 
indicated good may be sold. 



5 4,8 8,9,10 3,8,9,11 4,5,6,7,9 2,4,7,8,11,12 

6 4,12 5-11,12 5,6,7,10 3,4,7,9,11 2,4,5,6,8,9 

Roll ID and cross-reference the result with the number of players in the 
game to determine which corporations (identified by number; see 23.6) 
are used. Each player then rolls ID, The player with the highest roll 
chooses which of the available corporations he will play; then the play- 
er with the second highest roll chooses; and soon. 



13-16 



17-20 



2 2 



21-25 



3 2 



26-30 



4 3 



31 or more 



5 4 



Results indicate the 
number of hits 
taken by the target 
ship. Note: if 
missiles are used in 
an attack, the 
attacking player 
rolls ID, If the die 
roll is equal to or 
less than the number 
of hits taken by the 
target ship in the 
current round, the 
target ship is 
completely 
destroyed. 



[8.9] CREW CHART 

CREW 

CLASS BOUNTY SALARY 



Corco Gamma s 2 



Light Weapons 



Corco lota 



Corco Mu 



Corco Zeta 



Dagger 51 



Flute 5 



Costs are expressed in HT*s, 
Salaries are optional. 



Leviathan 



Monarch 



Phoenix 



Piccolo 5 



Spear p 



Sword M 



S: Streamlined hull (capable of landing on planei). 

M: Military hull or pod (illegal and available only through opportunity chit). 



Passenger 1 

May carry two passenger or slave groups. 

Ship Hulls section lists Pod Cap 
(maximum number of pods ship hull can 
carry); Int (Interception Rating); Crew 
(number of crew groups required to man 
hull); Combat (Combat Rating); Prot 
(Protection Racing); Cargo Cap (cargo 
units that can be carried in hull; note thai 
N indicates hull can carry only spice, 
monopoles, and/or tempus); Pur Cost 
(purchase cost in HT's); Repair Cost (in 
HT's). Pods section lists Combat 
(Combai Rating, without using missiles 
and — in parentheses — using missiles); 
Crew (number of crew groups required to 
man pod); Pur Cost (purchase cost in 
HT*s; all pods have a 10 HT repair cost). 
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